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Three issues in. and a new name appears at 

the lop. (Puts on Troy McClure voice...) "Hi, I’m 
Andy McDermott. You may remember me from 
such videogame magazines as Super Gamer . PC 
Power, Play and X*Gen'~ If you don’t, not to worry 

- a probably unhealthy proportion of my life 
has been spent playing videogames, from 
1970* arcade machines and the ZX 
Spectrum through to the PlayStation and 
now the Nintendo 64. so l do know what I’m 
talking about. Games-wise, anyway... 

Okay, introductions over, now for the actual 
editorial bit. tt has to be sa d that l didn't pick 
the most auspicious lime to take aver as editor 

- the release schedule for N64 games, in the 
UK or abroad, is as weak as it was when the 
N64 was first launched in |apan. In fact, it’s 
even weaker - at least then there were Mario 
64 and Pitotwings to play. War Gods and 
Domrnon aren’t quite in the same league,.. 

For once. UK gamers have more to look 
forward to than lapanese or American N64 
owners as Mark) Kart 64 and International 
Superstar Soccer 64 hit British shelves, but 
after that there's a definite slump unlit at 
least September, Summer has always been 
a weak time for game releases, and with Its 
deatth of software the N64 has been 
particularly badly hit. 

Game launches are becoming more and 
more seasonal, with many companies 
holding back their software untit the 
run up to Christmas. This might make 
sense for the suits, as more games 
are sold at that time of year (just as 
most new cars are bought in August), 
but it’s bad news for players. Does a 
nine month stretch with only a few 
games being released, fallowed by 
a huge glut In the three months 
before Christmas, sound tike a 
good thing? tt doesn’t to 
me. and I’m sure it i 

doesn’t to you. either. * ^ f y 

Interestingly, the j J 

company that is doing the 
most to spread its games out over 
the whole year is Nintendo itself. 

The big N obviously has sufficient 
confidence in the quality of its 
games that il doesn’t Feel the need 
1o cash in on the Christmas rush, 

Either that, or it wants to keep 
sales of the console itself moving 
smoothly... 

Anyway, enough of my 
wibblings - you’ve got the rest of 
64 Maca?ikf still to come. Hope 
you enjoy it! 

Andy McDermott, editor 


showcase 


BLOODY 
GOOD N 


Anyone no up with the N6A's 

jA image as a ’kiddy console', 

I W ' because of the family-oriented 
nature of its games, will be delighted 
to hear that Capcom 
lapan, creators of the 
!■ 4 ark Strett fighter senes 

rktutk 

planning an 
N64 version 

1 

L\M action- 

adventure 

mM Resident Evii 

The entrail-ripping, limb- 
* ; B* topping nature of the 

STS uKg nal PlayStation msmn 

mgm Of Resident Evil garnered it 
IH an 18 certificate, to the 
delight of adult game is 

UH *verywHe'p l-the gamy, 

I ll| the player controls a 

member of a police SWA' 
/ . V team investigating rum 




Su>OP, coil Mb MHODMi KUOS. 
Wl CMt #AHl 


doings at a science institute 

Unluckily, It turns out that a 
biohazardous material has turned the 
building’s occupants Into either flesh- 
ripping zombies or hideous mutants, 
and the only way to escape is to 
track the toxin to its source j? 
and hunt down the evil 
madman responsible - before 
you get eaten! 

The N64*$ graphical powers 
are ideal for this kind of 
game, so assuming 
Nintendo don’t bottle out 
and turn the copious 
amounts of spilled blood 
green or grey, as they 
have in the past, gamers 
who like a bit of bite in 
their carts can expect 
some top-notch gore 
either late this year or earty 
in 1998. And remember - 
shoot ’em in the brain! 
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Who's In 
This Issue 


Andy McDermott 

f»ISM FROM MIS jOfl EOI’IMG Allfk 
tNfOJhTIKi, tMC MAGAZINE THAT SINT 

Joe Wicks from East£m >!its mad, 
AND* PLANS to BRING A SIMILAR 
SENSIBILITY TO 64 MAGAZINE. HMM. 
flBST Vl DIOGAM I PlJLYID: tfR*AK0UT 
<TWf ROT STARTED EARLY) 

Damian Butt 

Former editorO f 64 Magaiini and 

MOW MANAGING EDITOR, DAMlAM RULES 

Console Corner mom his leather 

SWIVtt CHA R AND MAHOGANY DESK 

White cat optional 

First Videogame Plated- Asti»c*os 

Ryan Butt 

Yduncer brother to the above, Ryan 
IS THE CHECK* TO THE ELDER 
BuTTSTER r S CHALK, WlUN NOT 
MONOPOIISINIj .'55 64, HE GRINDS OUT 
nps fOR PowtrStatton MAAGA/INE 
First Videogame Played: Moon 
Raw* (Acorn Electron) 

Loz Cooper 

Dragged in from the siwet to 

ATTAIN MICRO CfUMITY STATUS ON 64 

Magazine, loz intends to give lank 
haired LAYABOUTS A RAO KAMI lMCI 
THEY DON'T ALREADY, 

First Videogame Plated: Siam Wars 
(arcade) 

Phil King 

The Man Who Is Kincl Another 
PowerSfahon type, Phil*5 hobbies 

INCLUDE fOFFFF, IMF Spif F GlRlS AND 
CASTING WRY SMILES. 

First Videogame Played: Spate 
fftVMMRS 

Stuart Wynne 

Dice an angular vampire, Stuart 

LURKS WITHIN A CUBJQE WHERE HE 
WORKS HIS TIPS MAGIC, WHAT HE 
doesn't know about videogames is 
UNKNOWN 10 HIM. 

First Videogame Played: Can*i 
REMEMBER I PROBABLY PfWil 

Mark Wynne 

Another yideogamint. sibling, 

HEIWEEN URSLENIHES MARK MILL 
OCCASIONALLY MTS WISTFUL ABOUT INI 
COMMOOORE CD-12 CONSOLl (NUmH 
OOD LAD 

First Videogame Plated: From 

NickTrent 

Trintv handifs thj design of 64 
Magazine with the skill of a pro 
AND THE FINClIRS OF A MAN MADE FROM 
PORK PROOUCTS. Au HALL THAT FINE 
FELLOW' 

First Videogame Played: Moo* 
Patmoi 


Sam us It Ever Was 


Fans of the Metroid series 

of games, Nintendo's sci-fi 
action adventures on the 
NES and Super NES, 
will be gutted to 
learn that there 
apparently won't bean 
N64 Metroid game. 

Put down that razor 
blade and turn off the 
hot tap, though - the 


A Minou, mtiROAY Tmiy 

AAAAMKUr won'! M UHMM O* 

tut Naa rut IRIIR RE Ml Sit WILL 


latest gossip from |apan is that while 
the jellyfish-like Metroids 
themselves won' / be putting 
in an appearance on the 
N64 any time soon 
(having been wiped out 
en masse at the end of 
Super Metroid). Ihe series' 
hard-as-nails-in-a-bloc k-of- 
concrete heroine Samus 
Aran will. Early indications 
are that the game will be 
presented from the same 
perspective as Marie 64, but 
without the happy-happy 
colours and infuriatingly twee 
cheerfulness of the plumber's frst 
64-bit adventure. In keeping with the 
earlier Metroid games, a dark, Alitn^ 
style atmosphere will be maintained. 

Of course, since the release of 
Samos's latest mission isn't 
scheduled until the end of 1997 at the 
earliest, and possibly as late as 
summer 1998, there’s still plenty of 
time for Nintendo's programming team 
to put the energy-sucking slimeballs 
back into the game iff the suits decide 


If** Samus Aran in ail 

MIA ARMOUR IR 4U0IY. 

Yes, tnai a a lass in 
THERE. StMinrHIlt, 


the Metroid name carries 
enough weight to assure 
sales. Metroid Resurrection, anybody? 


Bandai Legs 


In a 'Nixon to China'-type move, Japanese media giant 

Bandai are apparently planning to develop games for the 
N64- The decision was announced fusl days before the 
collapse oFBandar's planned merger with Sega - did this 
say something about Bandai'$ opinion of the Saturn? 

It is uncertain exactly what games Bandai plan to release 
on the N64 - the massive corporation owns the rights to 
several shows which are huge in Japan (such as Drogonbatf 
and Mobile Suit Gundam ) but almost unknown in the West 
outside the world of anime-obsessed otaku. Hopefully we'll 
be spared any more Power Rangers games, thought 


THE THIRD MAN 

Nintendo's phi-snow publicity for the massive E3 

convention In Atlanta, where many new games will be 
unveiled for the first time, has a mystery character between 
Its two existing mascots, Mario and Fox McCloud. The figure 
is apparently Banjo, the hero of the appallingly-titled fton/c?- 
Koiooie (aka Dream), the highly secret game being 
developed by Blast Corps(Goldentye programmers Rare - 
hopefully, all will be revealed next issue! 

Sossman Damian Butt has the terribly hard task of going 
to £3 to see all the new stuff and make the most of his air- 
conditioned hotel room - ooh, our hearts bleed at his 
suffering. Read his full show report next month! 


Japanese 
Prices Fall 

Potentially good news for UK gamers aggrieved at 
having to shell out anything up to £70 for a single N64 
game; the price of N64 games in Japan is slowly but steadily 
dropping as sales of the console itself rise - Starfox 64 , 
complete with Rumble Pak, only costs the equivalent of 
£45. and the £70 furok has hit the streets of Tokyo at a 
meagre £40! 

British releases will always cost more than Japanese 
games because of the annoyances of import duty, but 
hopefully this gradual drop in prices will soon be passed on 
to UK gamers. Now, if only they could do something about 
the PAL machine's borders... 


Q 
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NTSC, converters, 
memory - the facts 

^.A Better Picture 

While US/Japanese machrnes are shipped with composite 
^leads, the LHC machine comes with an RF TV aerial lead. 
This means the PAL N64 will work with absolutely ary PAL TV. It 
also means an inferior mono sound and, according to 
conventional wisdom, a poorer picture. 

Nintendo themselves offer a Soper NES-style AV lead which 
consists of three phono leads (left/right audio and composite 
video) together with a SC ART block. This not only provides 
stereo sound, but you can run the audio through a heft On the 
negative side, the picture Isn't as improved as you expect and 
some people might find it a little bright. 


NTSC vs PAL 

The mantra of N64 importers is a 
simple one: full screen, full speed. 
The N64 and its games are 
designed fnr NTSC - the TV 
standard used by lapan and 
America. To make an NTSC system 
output a European PAL signal. 
Sony, Sega and Nintendo all reduce their systems’ 
clockspeed by 17.5^ and slap on horizontal ’widescreen* 
borders to covet up PAL's superior resolution (625 
horizontal lines rather than 525). 

So if you want fullscreen, fultspeed entertainment you 
need NTSC, right? 

Well, in reality It's not quite that simple. The N64 
actually has 28 resolution modes, 14 for NTSC and 14 for 
PAL. and most PAL releases are recoded in an effort to 
reduce differences. Shadows Of The Empire runs 
fultspeed, fullscreen on PAL just tike NTSC. Mario 64 
and Turok both have small borders and run slightly 
slower, but the differences aren't huge. On the other 
hand, Pitot Wings 64 pushed the N64 so hard it used 
small borders on the NTSC version. Unsurprisingly, 
the PAL version has large borders too and its 
responsiveness is inferior. 

NTSC machines also have an advantage with 
software release dates. Although Acclaim's Turok 

- - -”} proved a near- 

’ simultaneous worldwide 

^ launch is possible. 

normally Japanese, 

American and European 
«' ^ » 1 releases are a couple of 

- months apart and in 

that order. Also, some minor releases are never 
converted.There Is. of course, a price to pay for 
lbs speed and import software does cost more - 
usually at least f jo more than on PAL. 

The final advantage for NTSC machines are 
their video output which, if converted to RGB, is 1 
superior to the standard machine (see below). 


6400)! 




Hopes that the N 64 's eagerly-awaited 64 DD drive 

would appear in Japan in time for Christmas, as implied by 
Nintendo president Hiroshi Yamauchi In a recent 
interview in Asia Week magazine, have been crushed 
by an announcement from Nintendo that the 
lapanese launch of the 64DD will now be delayed ^ 
until at least March 1998. 4^391 

The postponement has been blamed on a delay in 
the production of the rewritable disks used by the 64OD. 

However, since several software houses have had full 64DD development kits for some time, it 
is also possible that the perfectionist Nintendo ate holding the device back until its games take 
full use of its still-unexplored abilities rather than simply using the disks as an alternative 
slorage medium to cartridges. Yamauchi has already confirmed that the 64DO will have a modem 
option to atlow players to take each other on over a network, and other extra features may be 
added before the machine's eventual release. 

Four games have been announced for release to coincide with the launch of the 64DD - Mother 
3 (aka Earthbound\ ¥ Pocket Monster 64, Mario Paint 64 and the distinctly old-hat SJm Oty 2000. 
The Legend OfZetda is conspicuous by its absence from the initial lineup. 

Rival console manufacturers Sony and Sega w II no doubt jump on the delay as an indication that 
Nintendo are losing confidence in the idea of the 64DD - console history is littered with 
unsuccessful add-ons such as Sega's 33X and the CD drive for the Atari Jaguar. However. Nintendo 
have put a lot of time, money and brainpower into the 64DD already, so it is almost certain that it 
will appear. You'Ll just have to wait longer than you expected.,. 


Quake Shake 


The hews that Nintendo 

are planning on making 
the 64DD modem 
compatible (see last issue 
and above) is exciting news 
for fans of Quake . the PC 
hack'em-up-and-riddle-the- 
5 till-tw>tching-corpse-with- 
nails-athon which has done 
more to slow the Internet to a 
crawl than all Ihe Star Trek. X 
flies and pornographic 
websites combined. 

Rumours are growing that 
the N64 version of Quake will 


appear on 64DO, allowing it to 
support the multi-player network 
facility of the PC game and making 
the possibility of full-screen 
mucker slaughter on the Nintendo 
console a reality. Since Quake was 
originally designed with network 
ptay in mind, and as the N64 
conversion will be a direct port of 
the PC game's levels, this will 
allow console players to 
experience the game as il was 
always intended. 

Putting Quake 64 onto the 
64DO would overcome a problem 



NTSC N64S IN THE UK 

If you want to enjoy NTSC gaming in the UK, 
you'll need a suitable TV. Many new TVs, 
especially Sony ones, are ‘mulli-standard* 
and will work perfectly with an NTSC 
machine straight out of the box. All fl 
you need is a standard, 220-100V 



Dam MIMUI Afoot IN tun rttr 
MUMTKtld SHOT 

already faced by developers 
Midway, namely that they are 
having great trouble squeezing 
the game onto a cartridge. The PC 
version can run to well over 12Mb 
(96Mbits) in size, and although 
the N64 can support carts of that 
size, it’s the public who have to 
pay for it (witness furok's £70 
price!ag) With 64Mb (51 zMbits) 
of low-cost storage and a modem 
connection to play with, the 
opportunities for nailgun mayhem 
should be almost limitless' 

The delay of the 64DD does 
raise the interesting possibility 
thal, like Nintendo^ own Zeida. 
there may be a cartridge and a 
64DD version of the game, 
designed for different styles of 
play. Could a cartridge version of 
Quake end up like the N64 version 
of Doom, redesigned for one 
player only rather than 
deathmatch action? We'll have to 
wart and see. 
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H A- Do n’t-Ke Nil 


Ah other game that will be affected 

by the delay at the 64DD is Cape 
Street iff. The latest addition to 
the world-conquering beat-'em-up 
series in the arcades is far too large to 
fit onto even a 128 megabit cartridge, 
due to the enormous number of 


animation frames used to create the 
11 fighters. Nintendo players 
waiting for the next installment of 
Ken and Ryu 1 * aggressive 
adventures are going to have to 
grit their teeth and stoically 
accept the pain of waiting. 



SATURN 
SLASHED 

A CONSOLE PRICE WAR STARTED WHEN SONY CHOPPED £50 Off THE PRICE Of THE 

PlayStation and continued when Nintendo whacked thp proverbial ton off Ihe 
newly-launched N64, to the annoyance of those who'd bought it at the 
original price of £250, Now Sega are trying to escalate matters further - the 
5 aturn is being reduced In certain stores, such as Dixons, to (ust £99. the | 

First of the next generation consoles to drop below the psychologically 
important £100 mark. If you shop around, you can now get a Saturn, Sega 
Ratty and fighters Megcmix for a few pennies /ess than a base NG4 console 
with no games! 

The Saturn, white having the obvious plus points of Sega's arcade 
conversions and excellent games like Nights and Fighter* 

Wegamix t has always lagged behind the PlayStation in 
terms of sales and the number of titles available for It, 

While the price drop is unlikely to produce more than 
a blip in sales, unlike she NO/fs price cut, it might 
encourage Sony lo drop (he PlayStation to a 
similar price point, in which case Nintendo 
would fee! almost duly-bound to follow. In 
America, Ihe N64 is only $150 (around £100), so 
Nintendo may well decide that the UK price could 
handle a bil more trimming in order to stay on top... 






The 
Worm 
Returns 


Earthworm Jim, the console 

char acteM urned* 5 atu rdtf 
morning cartoon, will appear 
on the N&4 next year. Shiny 
Entertainment, creators 0 
the invincible Invertebrate 
have announced that 
Interplay are to release 
Earthworm}im 64 in 
America, and that Scottisl 
developers Vis will 
handle the programming 
chores. For more on the 
game, see the preview 
on page 93. 


A L power and a 

BM L 1 he- last five years wi 11 have a 60H; 

ScARr ^ l,v 11 a colour signal 
from dn R&B ,n f u1 standard Not 

iMvSS^Hv '"‘Ulpu! an RGB w-mI, bit mnsl 

importers will offer a conversion for £30 
tf f -.!HHl 40 Th s not only works with most St ART 

hlX ^dually provides a toPtler picture 
? lhan Nb^'s usual com pcs Te signal On 

lit larger TVs ’ L ^ OU[j3 witl sppfn mcirp vibrant, 

y^r T hn *’ s shdrfl ^ r ,=lflc1 w,nc,Ll1 cross-hatch style 

Rk 

This conversion process is on its third 
V ^^B generation now with some importers inclading 
Hji Y^B extra components 
€ . Vj lo provide the best 

IjjL Bl possible signal. 

However, this is ^ 

jHXfc usually an extra-cos’ 

Option with mosl 
|*B conversions usi ng t he 

BB second generation — 

TB approach. This still 

M provides a very good 

WM pic 1 .1 re 1 . al I houg h sr-mp ve 1 y sIt gh t f 1 1 1 ei l a n be 
1 detected on large expanses of while - such as 
Shadows' sr.owspeeder Noth battle. 

If you're reluctant to send away you r NTSC 
machine, you can buy an e sternal 5 CART 
converter, ah bough a slight pinellation and colour 
blu rring will be evident 0 n bigger TVs. 

T Universal Software 

m PAL N64 owners wa nt to play big 1-- 

M new N T&C games. NTSC NG4 
M owners want lo rent or boy UK 

PAL software. Can ft be done? mn 

The good news is t hat all hough 
^^B sneaky chipset differences may 

B emerge taler, japanese and 

American N64& seem almost identical. The only 'lock-out' 
device Is a physical barrier. Open up your NTSC N64*s cart 
flaps and youTI see two plastic pegs either side of the 
cartridge slot, depending on their positioning you can play 
either Japanese or US software. The simplest way to bypass 
this security is with a bridge adaptor. Alternatively, you could 
ask an importer to open up your NTSC N64, and physically 
remove the pegs. 

The bad news is that the PAL system is a different kettle of fish 
1 altogether. II comes with a formidable triple lock on universal 
h qamimr Firstly, there's another pair of pegs to remove. Secondly, 
there’s a country protection chip which looks for a matching PAL 
code on cartridges. Thirdly, many NTSC games are coded to run at 

■ 60H2 regardless of the host machine and r-7“-] 

■ Ihiil causes problems wrth the PAL 
videorhi p; a slight ghost ing or double 
imaging effect wilt be visible on some TVs. 

The first two locks' can be defeated. One 0 , i 

method is to use a Universal Adaptor. If you've 1 -7-— /1 

a PAL machine, you put the NTSC game in one ^ . . .. - — -■ — ■ ' J 
slot, and a PAL game Into a second slot so that its security chip fools the 
N64 into running NTSC game code. This works with all Ihe NTSC games 
to date, excepl Wave Race which freaks out after a few minutes play. 
Alternatively, you can have your N64 internally modified by an importer. 
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LATEST RELEASE DATES 


Yes. it's that part or THE magazine where we con noturn predict what’s coming out when, 

only for the software companies to laugh callously and throw the dates back in our faces as they 
delay Attack Of The Blurgs 64 yet again. AH these dales are correct at the time of writing though, so 
If you go down to youf local imporl shop and find something's been delayed, don’t btame us. We’re 
as keen to see them as you are! 


(& Chat 


He’s Nintendo’s greatest 
asset. He’s the man who 
created Mario. He’s Shigeru 
Miyamoto, and he's got 
some things to say... 


On game design 


“When I’m developing a game, I always think about 
how I’m going to surprise people. When I was a young 
boy l used to set traps on I he door to my room when I 
left for school. My mother was always surprised by 
them when she opened Ihe door! It’s important to me 
that people be surprised when they look at my 
products." 

On creating Mario 64 

"I didn't feet under pressure when I was developing 
Super Marie 64. 1 had a new tool, the Nintendo 64. 
and 1 was only thinking about creating the best I 
thing possible using that tool. I was more worried 
that people would complain lhat we were |ust m 

developing another game in a series. That was the | 
kind of pressure I was feeling" 

On videogames J 

”1 don't play games much outside of work. , 

Sometimes* I need to review up to ten titles a 
day during work. This is the reason I don't tike 10 ™ 
see 'Now Loading' on the screen! When I started 
to work at Nintendo, Space Invaders had 
already been released. My challenge was to 
create something more interesting lhan video 
games. That Is still a challenge for me because j 
I have nnl yet made something like that!" 

OnTamagochi H 

"I was shocked by the siitress of the 

Tnmagochi (the small electronic per created ■' 

by Bandai), because I had a similar idea ^ 

1h.1l wa* ,1: *ij,iI v If development However, Hi 

our prod u :t required a player m si I down in H 
front of a TV, so there was no way i: could mtj 
compete with Tamagorh ." 

On Zelda 64 ™ 

’‘Development on Zelda 64 is going ypry 
well. We are developing some Interesting 
games that w II take full advantage of H 
the system's writable capabilities. We 
will release the game as a cariridge fs - 1 

first. We made that decision because HR 
the playability ol this gamp is morp 
1 n 1 pc nanl i ha nine or poral 1 ng 3 w' i I nt>l e JHK 
feature at this lime. However, the 
64DD development is also going very 
well. 1 think you’I have a chance to w 

play il this fall - but don’t quale me 
on that!" _ 


Now-Iulv 

Mario Kart 64 (Ni ntendo.l 
Kilter instind Gold (Nintendo) 
155 64 (Konmif) 

Mortal Komtwt Trfcriogy (GT 
iMtr active) 

Clayfrghter 631/3 (Acdaim) 

iUSTSEPTIMHCR 

Starfooi 64 (Nintendo) 
teneye (Nintendo) 

Blast Corps (Nintendo) 
ly Hanes! INimendo) 

Cius'n USA (Nintendo) 

Mission Impossible (Ocean) 
irn 6 a (GT tmeraarve) 

NBA Han (time (GT tnter*d*vf) 
Wayne Gretzky's Hockey (GT 
Inter active) 

OCTOlUt-ChAlSTMAS 

VosM's Island 64 (Nintendo) 
rtkal Ninja 64 (Konami} 
Hyper Olympics (Konami) 
s Pole Positwn (llbi Soft) 

Duke Nukem 64 (GT Interactive) 
Robotror* X (GT Interactive) 
it X (GT interactive) 

War Gods (GT Interactive) 

Hexen (GT Interactive) 

Blade & Barrel (GT interactive) 




Nowjuur 

Go! Go 1 Troublemakers CEnli) 

Rev limit (Seta) 

Mutt I Racing Championship 
Omagineer] 

Mahjong 64 (Video System) 

Morita Shoji 64 (Seta) 

August StPTf Mil h 

Goldeneye (Nintendo) 

Gambare Goemon s (Ronaim) 
Power League *4 (Hudson Soft) 
Heague Eleven Seat 97 (Hudson 
Soft) 

64 Ooiumo (Bouom-upj 
Baku Somberman (Hudson Soft) 
Hexen (Gantebank) 

Mission: Impossible (Ocean,'Victor 
Inlericlpvc) 

Yostifs island 64 (Nintendo) 

Sonic Wings Assault (Video 
System) 

3D Fighting (Imagineer - working 

tide) 

Hlryu No Ken Twin (Culture Brain) 
Holy Magic Century ClUla 
(Jmaglneer) 

OCTOIf r-Ch tl STMAS 

Top Gear Rally (Kemco) 

Sim City zooo (Imagineer) 

Ae>o Gauge (ASCII) 

I League Qynvnlte Soccer 
(imagineet) 

Virtual Pro Wrestling (Asmik) 
Chameleon Twist (Japan System 
Suppfy) 

Hyper Olympics (RoninW) 

The Legend Of ZfUa 64 (Nintendo) 


Now-Juiv 

Slarfoj 64 (Nintendo) 

155 64 Ikonarnl 

Multi Racing Championship 

(Ocean) 

Dork RSfttylcTbJaQ 
Clayflghter 63 1/} (Inlerplay) 
Hexen (GT Interactive) 

August Si ptimrir 

Goldeneye (Nintendo) 

Body Harvew (Nintendo) 

Top Gear Rally (Kemco) 
f 1 Pole Position (Ubl Soft) 
Hobotron X (Midway) 

Telrisphere (Nintendo) 
Lamborghmi 6* (Thus) 

OcTaacR-C hristmas 

BanjichKarooie (Nintendo; 

Yoshi'i island 64 (Nintendo! 

Mafor League Baseball (Nintendo) 
Mission: Impossible (Ocean) 
Space Circus (Ocean) 

N BA In The Zone 9$ (Konaitii) 
Extreme G (Acclaim) 

NFL Quarterback Club (Acclaim) 
Silicon Valley (8 MG) 

Tonic Trouble (UP. Soft) 

Aero fighters Assault (Paradigm) 
Superman (Titus) 

Duke Nukem 64 [GT Interactive) 
Rcfwtech (Gametek) 
leopardy (Gametek) 

Wheel OF Fortune (Gametek) 

Freak Boy 'Virgin) 

Mortal Konbal Mythologies 
(Midway) 

Mace; The Dark Age (Midway) 
Quake 64 (Midway) 

San Francisco Rush (Midway) 
Wayne Gretit/s Hockey 98 
(Midway) 

WCWVsThe NWO World Tour 
fTHQ) 

Quest 64 (THQ) 


FOUREYE! 

GoiDEHiri , Rare’s delayed |amis Bond title for the N64, has been 
confirmed by Nintendo as having a four'player model Does this mean that 
players can each play a different James Bond* and if so, who's going to 
want to be Timothy Dalton? 

If Rare can do a four-player Doom-style game, then so can other 
companies - good news for fans ot deathmatch Quake! 














Showcase 






Doctor Desperate’s Obscure Review 


THI NTlFULLT SLOW RATI AT WNKN CAMES Atl ■(U4SI0 ON THI N64. tWR IN ITS MOM F COUNTRT OF JAPAN. MEAttf THAT G.AME5 HACKS 
ACROSS THE WORLD All (HSPfRATf TO ICVliW ANYTHING TWIT CAB GEt TMEIR HANDS OR. AND Wt MEAN AffTOlMffi. 

Wt DON'T WANT TO MI ACCUSED Of HOT GIVING OUR RLAOIRS THI PUll STOW, BUT THIN AQAIH, Wl 
ttVIEWING GAMES THAT NOBODY IN BRITAIN APART FROM TWO GAMf-fTARVlP OTAKU WILL BUT EITHER, $0 FOR THE SAKE OF 
COMPUTE HKSf, HERR IS DOCTOR OfSKIATt** OlSCUHE REVHW CORNER! 


nrmtrT.n li.nt r in jmrnTTixi 


Mahjong Master 

PUBLIiWEH: KGNAMI (iRAPORf) 

Do YOU PLAY MAMfONG? HO, AvD 
NCI* DOES ANYBODY ELSE YOU KNOW. 

IT MIGHT HAVE CROPPED UP W A 
COORLE OF |OHN WOO FILMS. BUT 
THAT DOESN'T QUALIFY IT PO* CULT STATUS OR ANYTHING. A*»D 
Alt THE TEAT IS FN | A RAN 151 


Mahjong 64 

PUBLISHER: K.OCI (IMPORT) 

Uh, yeah, whatever we said about 
AUX itWtf AftASrfR APPLIES HIRE TOO. 

Pl&JA KNOW THAT TWO OTHFR 
COMPANIES (IMAUNEIR MiDATHtHA) 

ARE RE.EASING. MaHJ 0*6 GAMES AS Will? CAN'T WJUTi 


STNAJIf 

i 


This Involves wiring in a cart 
^ security chip and,so far, 
r works with everything. 

Unfortunately, neither solution solves 
the video output problem, and both 
approaches are vulnerable lo Nintendo 
recoding iheir security procedures - 
something which they did quite regularly 
with the Super NES, For NTSC N64 owners, 
there doesn't seem to be a problem with 
the video output From PAL games, but 
internal; external modifications run the same 
risk of defeat by new Nintendo security code. 


Wonder 
Project J2 


Publisher: Lnu (import) 

If you've got a Tamagochi, you'll 
KNOW WHAT THIS IS LIKE, EXCEPT YOU 
HAVE TO RAISE A ROBOT GIIL RATHE R THAN A SMALL HOB. 

And it's all in Japanese. Again. Bumpily, Nintendo are 

RlANNIWG A SIMILAR GAME Of T «Elt OWN FOR THE 640D, 

called Cabbage. 

Habu Shogi 

Publish eb: Seta (import) 

Do you flay Shogi? Nc And nor 

POES. YADOA YADDA. SHOGI If A SORT 

of Nipponese chess, only not 
quite the same, so not even Deep 
Blue wojld stand a chance, Nice 
rotating board, though 


Powerful Pro Baseball 4 

Publisher: Konamu (import) 

Baseball is hothirg more f han a h~._ ME 

PONCED-UR VERSION OF ROUNDERS - 
fact! This game features super- 
deformed players who look lire 
Fred the Homipiidi man, and 
PLAYS QUITE WELL IF YOU**! 

PREPARED TO 5 PINU A FEW DAYS WORKING OUT AU THE 

opTiOKs. Winch you won't be. 


Pro Baseball Kir 

Publish eb: 1 magi filer [import) 
Why do weird Japanese 

GAMES ON the N64 ALWAYS 
COME IN FAIRS, LIKE BUSES OR 

jChyhoids? This 1 $ audut 

IDENTICAL TO POWfiFUt PRO 
A*Sf«*U 4, AND IUST AS FULL 

of Japanese tikt. 


MED 


LET’S GET READY T 
OH, YOU KNOW 

MOM DAMES HAVt HEN CONF IRMED AS COMPATIBLE WITH NINTENDO'S 

fmger trembling Rumble Pak. The latest additions are as follows: 

Chameleon Twist oamn swri* suphy) 

Hiryu No Ken Twin (cultuim br*h*) 

Multi Racing Championship (qcmh) 

Sonic Wings Assault (r»mwgm) 

Top Gear Rally (Kemco) - 

Wild Choppers (Set*) 

In addition, some of these games ( 5 on/c Wings Assflu/F is confirmed, and MRC and To 
Rolty are likely) will allow 'hot-swapping'of the Rumble Pak and Coni roller Pak In the course of 
game, allowing the ptayer to save data. Ho yusl 


J . * * - - — 11 • 1 1 IMlI It IBIIIIII llil 

64 CHARTS Char 11 

No 

Game 

Publisher 

L 

Super Mario 64 

Nintendo 

h 

Wave Race 64 

Nintendo 

% 

Shadows of the Empire 

Nintendo 

4, 

Turok; Dinosaur Hunter 

Acclaim 

5 + 

Pilot Wings 64 

Nintendo/asd 


Saving Games Safely 

Game Pak Save System; Nintendo refer lo 
cartridges as Game Paks and most ol theirs 
ul 1 lise I his bu ilt-in save sysl em. It basically 
consists ol a small memory Lhip powered by j 
W.! I <: h \ vpe> battery I h at la * I s r’or yf- ars and ye a rs. 
f The advantages are that it“s very quick, safe and 
easy to use system. The disadvantages are I hat 
it's costly for third-party publishers to manufacture 
and has a relatively smalt rapacity 
ConIre Her Pak Sflli m 

System; Whenevei you Rip 
over your N64 Cont rotter, 
that huge gaping slot is a 

' H subtle reminder of the N64^ § 

^ B expandability. Leaving aside 

__ I he vibr.il lug |u It Pak, t he slot 

is principally for plug-in save 
memory. Standard N niendc Controller Paks harve a 
■ capacity of 256K, organized into 123 'blank pages*of 
f about 2K each. The amount of 'pages' used by a save 
game will depend on the game, ranging from three pages 

r for Killer Instinct’s Tournamen 1 records, to 121 for Mario 
Kart 6Vs two 'ghost' performance saves. Most games are 
fairly economical with memory useage and multiple saves 
from different games can be accomodated on a single Pak. 
At £15. the official Nintendo Controller Pak is reasonably 
good value and recommended foe technophobes, 

Economy-minded gamers, _ _ 

however, will appreciate third-party 
f Controller Paks which cost more, but 
offei far more memory. Since r he N64 
Controller only appears to recognise IL^bi 
256K of memory, targe capacity Paks 
split their extra memory into 256k 

n ■- -• cl ions wh ich urn be sw r, hod be! n u ;,i ng va nuu s me I huds 

When ynti switch between these sections, most Paks recommend 
you also reset the N64 to avoid confusion. However, with games 
such as Mario Kart 64 where save/loading is dearly labelled, it is 
possible to ignore this advice. 

All Controller Paks are, however, vulnerable to memory corruption 
if you remove them, reset the machine or turn the N6 a ofF when a 
save is in progress. Carefully read game and Controller Pak 
instructions to avoid this. 

If you want to see exactly what you've got saved on a Pak simply 
hold down Start white turning on a game with a Controller Pak saw 
option. A menu screen will appear listing all the saves, plus the option 
to delete individual files or exit. 


ThanF is to Ray and Thi Viking at Skiu Academy (0181 5679174 ) for 

THEIR TECHNICAL A5SF5TEHCE IN WRITING THI5 FEATURE, WITH ■ 

ADDITIONAL HELP FROM MARTIN AT THE VlDIO GAME CENTRE (01202 

527314 ) AND COLIN AT MlGAMiX (01732 351220 ). \j 
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THE SHINING 


OKAY. SO YOU WIRE tHl FIRST PERSON 


WeiL you could have a chromed 


Doh! 


Nintendo asked us to point out 
something that may have confused 
readers. In the Starfox 64 competition 
last issue, the Iasi question was to 


in town to buy an N64, Small children 
Followed you around in adulation* 
women swooned al your feel* and so 
on. But then Nintendo brought the 
price down to £150 and now every 
p leb owns one. How can you keep one 
step ahead? 


N64, For a start, Foxdata are now 
offering these rather cool examples of 
videogame finery, along with similarly 
chromed joypads. A shiny new PAL 
machine wilt set you back 200 notes, 
and an equally glittery US machine 
can be yours for just £250. Both are 
boxed* and come with one silky 
smooth metallised pad, Alternatively, 
if you've already bough! an N64 and 
want it to receive an external upgrade, 
you can send it to Fox data 
and they'll do the 
business for you for 
£50, plus a tenner for 
postage, toy pads cost 
£39.99 each, plus £2 
postage. 

So. if you want your N64 to 


name the joypad add-on that is 
supplied with import versions of the 
game. A Lack of caffeine in the 
bloodstream of the proofreader meant 
lhat the name jolt Pak' made it 
through when* as everybody now 
knows, the vibrating gizmo is actually 
called the 'Rumble P<ak\ No decision 
has been made yet as to whether the 
U K release of Storfox 64 will include 
Ihe Rumble Pak- welt give you Ihe 
buzz as we get it. 


Doh 2 ! 


Last issue's review of Human 

Gmnd Prix should have credited the 
supplier of the import carl as Wild 
Imports. Call them on (01908} 640040 
for details of imports and* well, stuff. 


took like a million dollars, 
give Foxdata a call on 
(0171)15917H and 
exchange folding for 
shining. We'll be 
giving one of these 
luxury machines 
away nexl month, so keep 
buying 64 Magazine - the 
luxury N64 mag! 




TOP 5 


NINTENDO 

BABES 


FUNNY HOW fMl TYPICAL VIDEOGAME WOMAN 1$ BOTH IIOGf R-BUSTED AND MORE SKIMFIlY 
CLAD TRAN TNI TYPICAL REAL WOMAN, ISN'T If? SURELY It'S NOTHING TO 00 WITH THE FACT 
THAT ABOUT 97% OF VI Of MAM E PLAYERS ABt MALE. ANYWAY, AS A WRYLY POSTMODERN 
CELEBRATION OF THIS KINO OF THING, HERE ARE OUR FIVE FAVE FEMMES, 


1: Chun Li 

(Street Fighter II) 

The nut-crackin' Chinese temptress isn't 
on Ihe N64 yet. but we can dream.., 

2: Orchid 

(Killer Instinct Gold) 

How come we never meet anybody who 
dresses in tinfoil leotards down the local? 

3: Princess Daisy 

(Various Mario games) 

What quintet of gorgeous gals 

Mr/ wou,d ** 

complete 

* I without Its 

/ 0 wry own 

Posh 

* mm Spice? 


4: Pagan (war gods) 

Gels our vote for her revealing 
5 &M outfit. Ooh, spank me r 
mistress! 

5: Slippy (Starfoxw) 

Yep, Turns out thal, in The 
lapanese version al 

O m least. Slippy's a bird! 

Well a Inari 


I 


Well, a toad. 

Who'da 
, S thunk it? 


What’s up and 
what’s the opposite 

OF UP IN THE WORLD 

of Nintendo? Oue 

EXCLUSIVE ALTIMETER 
OF FACT REVEALS ALL! 

NintenDO! 

Thanks. Mb Three million 
cheers to Korami* for taking the 
trouble to do a proper PAL 
conversion of 155 64 for all us 
game-deprived Brils, If anything, 
It's even better lhan Ihe original /- 
tea gut game. Top marks Mr 
Konaml, sir 1 

Good, iSH't it?: Nice one our 
side; UK developers SN Systems 
have tome up with an alternative 
to the ultra-expensive Silicon 
Graphics development systems 
previously used to create N64 
games. With Nintendo approving 
the system, smaller companies 
can now develop for ihe N64 
alongside ihe big boys,,. 

'Are 4 Lincoln: Big bossman 
Howard Lincoln of Nintendo Of 
America formally apologised to 
third parly developers For not 
giving them enough support. 
Maybe that explains why so many 
American games have been crap... 

NintenDONT! 

Git ’Em Orr; Bad news for the 
strippers in GT Interactive's 
upcoming Duke Hukem - 
Nintendo want the scantily clad 
lasses to be better equipped in 
the clothing department. Chah! 

So bloody slaughter is okay, but a 
bit ol T&A isn't, eh? 

Hands Orr Our Lara: Sony are 
attempting to lie up Eidos 
Metactive's Tomb Raider 1 as a 
PlayStation exclusive, so boxes of 
polystyrene beads in ihe mall lo 
them. How this will affect Tomb 
Raider 64 is uncertain* as nobody 
at Eidos or Core Design will admit 
i| even exists ., we believe you* 
honest! 

Monkey Business: ttagsihal 
blatantly lei I porkies, Sort 
yourselves out l 









PRICE! CHOICE! QUALITY! SERVICE! 


THIS! HAVE MADE US BRITAIN'S LARGEST 
MAIL ORDER SUPPLIER OF COMPUTER GAMES! 


Of MrrrffACTfVff commercial intimmiu ltd 



£ 136 . 99 !! 


THE WORLD'S MOST POWERFUL 
CONSOLES AT BRITAIN'S i() W£$f PRICES! 


fk i 


PRICES INCLUDE FREE 4Shr DEL/VERY TO WOSTAREASINMUK 

TUMcromw 


fl BEATABLE SERVICE GUARANTEE All mrchines bought from 

GomepJoy are fully guaranteed by Nintendo and wo offor full after solos 
support. Unlike some of our competitors, we only sell official UK consoles 
booked up by genuine British warranties. If your machine develops a fault 
within the guarantee period, we are the ONLY mail order company who will 

COLLECT IT FROM YOUR DOOR AND REPLACE IT FREE OF CHARGE!! 


Ni n t en d o 64Coneole ..£136.99 

Nintendo 64 Console + Mario Karl .£184.99 

Nintendo 64 Console 4 Super Mario 64 »»,,£ 184.99 

Nintendo 64 Console + RFA 64 .£165.99 

Nintendo 64 Console + Plot Wings 64 .£174.99 

tlikiAw n rln AA * * - IninLei f IDA OO 

rsififvfKio o*i console +• jnooows umpirB • % ♦&- i d*IpW 

Nintendo 64 Coneolo + Turok . £184.99 

+ Wave Racer .£179.99 


<471 in* mope mwim row buy th t following 
A t riff SAMI TIMM AM A Ml IV MtNTiHDO 64/ 

Gamester Steering _™....£64.99 




.£ 6.99 


256KB Memory Card 
1 MB Memory Cord £12.99 

RGB/S-VR5 Scarf Cable .^^, w .....^^*^£6.99 

Carry Case^.^... —.— ---—— _£11.99 

PIUS trr £1.59 ott mir uw toiiwr ir mi 
uw timi a» row mum mw Ninhnm 64// 


UZAHMtff 

0113 234 0999 

TECHNICAL SUPPORT 

0113 234 0466 

CUSTOMER SERVICES 

U P R» I tEW I El 


JOYPAD5 



tnn 


LOOK 3 SUPfRM® 
FU1S 

IOwCA PHD WIN AUTCK 
mr um Slow motion 


UK NINTENDO 64 GAMES 



09 ft 


JExitwa Oau - 1 ,Sm cxtossch 
16*0 ATTACHE VO Mi OONW 3 UB 6 .£ 7.99 



r». . £ mt. . r . , .§ . 

jnowwi Of me empire . 


Super Mario 64 ... £49.99 Super Mario Kart 64 .. £49.99 


114.99 



SMB M1M04TY CARD 
A w—.— « > 3 Mte wawn 
20 mm 


+ “ 6 # 4 ## 4 - 9 * 9 l» 


Turok Dinosaur Hunter ..£51.99 Wave Race 64. 


WE DO HOT CHARGE YOUR CREDIT CARO UNTIL YOUR ORDER IS 
DESPATCHED, SO YOU CAN RESERVE YOUR NEW RELEASES TODAYI 


SONY PLAYSTATION 



FLAYS TATlON L 
FLAYST AT1GN A 
FLAYSTATTON A 
FLATS! ATION A 
PLAYSTATION A 
PLAYSTATION lOil 
FLATS!AT10N A from 


CHI! I 


iWfAer 
i 7 


-Mi 


PLAYSTATION A T<w» jfUMI ♦ TAmmi 
6 WORLF Cue Ootf 4 Ml SCAflT 4 Wt«E Par . 

IMi CaID. 

BMs *IMOti UlD 

CrQONt ot L*tH Fad .Ml 

Map Catz/Gawiltm 5 r i*»i»G* Wimt 


_£14199 

-£14*99 

..1149.99 

.£15199 

.—Cl 54.99 

.-.£173,99 

S Cl79 99 


.1199.99 


AdUtSKOlCUAiGilON 


AmuRemUmsohIms 
M>i*« 7 

C'-jiNUM& A CWQlMn.wwui 
CHilMMN —____ 


.JL8 

.Bill 

04 99 
.CIT.99 

.an 


Ajd« bn 


VampJswi .. 

JemeiANiI 



fkDDM..—.*.. 

Tumm ; 

tPIT® WTAL 1 -Z 

¥*•0*9Mrt .. 


WMcut 3997.. 

»c35 TWciaNuuTwOsr 


hat (14.99 
mir £24.99 
AAT (12.99 
..mir CA2.99 

.CM. 99 

tJS 99 
£35 99 

zzzM 

f l 

99 

M 

:::: 

.Ol M 


£43.69 SPECIAL OFFER!!! MARIO KART 64 & 
GAMESTER STEERING WHEEL 1109.99 

W SK. 


GAMESTER LX4 
STEERING WHEEL 

COMU COMPLITf HATH IWtONK 
SUM-AUTOMATIC OMftSHin AND 

root noALS. SlutA m rot jsi 

WITH ALL BirVINO GAMES 

£ 67.99 


buttons n>» the ultima Tt 

JfKSW" 

E39 99 


32 




U1M ouS&a 

inwowi or we Caere w 
**at Gr.f4i6 9* 


\ * 




£5.99 


Nlnttndo VIRTUAL BOY 

O rifhH RHP CIM.H MOW ONLY £39.99 

VIRTUAL BOY games oil fust £1 2.99 each. Cho*** fnm 

Mario C/asti, Panic Somber, Virtue/ ley Golf, Galactic Pinball. 
Xmd Alarm, Tt/traboitr, Vectfcof Pare# 4 War t o Land 


J J I I H |J 

RGBSCMTOw ‘tellCMlNCTTJiArC 
khac auNin w«n a>9«cw> to a som 

mwon«x»TV.CB.99 

S-VHS Sown 1 Cam « Even trcj-ee quNfr 
THAN ne RGB ScMt 9U1 ROJIC SVHS 

cowrs-ei TVo» Veto.£8.99 

IbnAC&WT RFUm>... XI J.99 

Ht-fi Auno iLNj • Picno oumii ufaw xj 
tUCttt ftEJ lO CENNB-1 TQUK Nm 1NP> 64 
to te-Ft $n>*l>E3i nOR WOJXi SOUND 

qun/tt .JE9.99 

StVGWCAinCM .XU -99 


DILUTE CARRY CASS 
Tm unm uwi 


*•» MM rm+nA. 3 EM* 

ICMWlpCi^r 


£25.99 


m 


piuu i! w io cow4t tTi/umjTT iu:h oioitAj 15 <c*i mcu& OFfin m ttoa i iae ouss hit not win uni riui.ED *r nm w rviu^v 


iSlii if MAS OPIMi 

MON Ft! 9<ntt $*irt* 
SaTUNOAT Item 1pm 
1UNDAT Iflom • 4pm 




0 


F you ASf UNHAPPY VH1TH VCKJi 

rsr 

FTEffcrcoNon-iON within as 

HOURS OF itairr BY Rf COAMD 

oewen and wijict to a m 

J ON OR AANiMUN Cii Wf Wli 
btA t It FCR ANOTHCl /TlMfTHU 
OPtfR AJTW5 OKY TO ITLM5 
‘ CURRENT 
'Hi RIGHT 
THF TIM 
SS NOT eCETV^D SACK IN PtlftO 

coNomowr 

0«0« if CRCOTT OAC. CHtOUt. 
F05TAL oners OR CAin iP.'ASf 
SEND CASH BY REGCTEf “ 
c OK tOliR OWN PtCTii 
SORTi MO CASH ON 


i iuiww b»» h h at not e K t tt 
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ARE ALWAYS INFURIATING TO 
THOSE WHO SOUGHT THilft 
MACHINES BEFORE A COST CU 
(I RECENTLY BOUGHT A MAC, 

ONLY TO HAVE THE PRICE DRGr 
£200 A FORTNIGHT LATER), RUT THAT’S 
THE CHANCE YOU TAKE WHEN BUYING 
HARDWARE - N IK TEN DO ARE PERFECT¬ 
LY WITHIN THEIR RIGHTS TO ALTER THE 
PRICES Of THEIR PRODUCTS AS THEY 
SEE ITT. ALTHOUGH THAT V S HO CONSO¬ 
LATION IF YOUVl COST OUT, 


64 Magazine, in association with Fire International, 

is pleased to announce a little incentive for our 
readers to get Involved with the magazine - every 
tetter printed will win a 2$6K memory card from 
Fire, and a Star Letter each month will get the whole 
monte as described below! Not bad, eh? All you 
to do is write us a tetter. (Though do make 
it a good one. We're not going to dish out 
prizes just for any old crap, you know.) 


Memory Card: VV 


Dear 64 Magazine, 

I recently returned from a holiday in 
America where l noticed there was 


Fire International’s 
N64 Peripherals 

1 Meg memory card (choice of sir colours): £14.99 
256K MEMORY CARD (CHOICE OF SIX COLOURS): £9.99 
SFX Universal Adaptor: £14.99 
XTender joy pad extension cable: £7.99 
S-VlDEO CABLE: £B.99 
Stereo AV cable; £7.99 
AV/RGB SCART convertor cable: £7.99 
NTSC SCART converter cable: £29.99 
RF UNIT: £14.99 


Letters 


Dear 66 Magazine, 

I am writing to express my anger at 
lhe apparent confidence trick played 
by Nintendo on my son and I. We 
were encouraged to reserve a 
Nintendo 6 a console at the price of 
£249 prior to its launch on March 1st, 
the shop claiming that they were only 
getting a limited number and If we 
didn't reserve one it would be 
extremely difficult *0 purchase one 
for some time. Under this pressure 
setting my son persuaded me to 
reserve the console, and we eventual¬ 
ly collected it on March ist 

I had no problem until recently 
when it came to my attention that the 
price had dropped dramatically to 
£149. My son and I feel the initial 
hype was unfair and feel let down by 
Nintendo, My son saved hard for the 
initial purchase and to find that had 
he waited a few months he could 
have saved f too, enough for a new 
game or two, makes h;m feel very 
frustrated. 

I hope that future products are 
launched in a more honest manner. 

Direr Oliver, Oxford 


Unfortunately, this is the kind or 
RISR YOU TAKE ANY Tl Ml YOU RUY 
COMPUTER EQUIPMENT. CONSOLES 

always drop in pftice over time 
(the PlayStation cost £300 wheh it 
WAS FIRST LAUNCHED in THf UK, BUT 
is now £130), and Nintendo 

BROUGHT DOWN THE PRICE OF THE 
N64 A LOT SOONER THAN ANYONE 
EXPECTED IN RESPONSE TO $ONY 
CHOPPING £70 OFF THE PRICE OF 
rWf/R CONSOLE WHEN THE N64 WAS 
LAUNCHED. PftICt WARS LIKE THESE 


quite a backlash against the N64 m 
many of the computer and video mag¬ 
azines. There were many complaints 
of bad quality and sub-standard 
games being released and articles 
saying that many of the games out in 
America are just yesterday's games 
with slightly nicer graphics. It seems 
that many of the games out in the 
States are pretty crap if you read 
between the lines. What has hap¬ 
pened to the quality control that 
Nintendo promised with the N64? 

I think that the problem is that 
most oF the first batch of games on 
the N64 have just been nicer versions 
of old SNE5 games because the pro- 
ducers know these types of game are 
likely to sell {Mortal KombaU etc). I'm 
sure that as more third patty develop¬ 
ers get to grips with coding for the 
N&a the quality and originality of 
games wilt increase. But how long 
will we have to wait for this? I read 
many reviews in your magazine of 
import games, which you award Low 
marks, that will be hitting the UK in 


the coming months. There seems to 
be I ttle for the UK K64 owner to look 
forward to for a long time. 

I know this sounds a bit pes¬ 
simistic, but it's nice to have at least 
two top-notch games being released 
per month instead of thinking *oh 
welt, at least a good game's coming 
out in three months". Hopefully this 
sltutation wilt be addressed before 
UK M64 fans lose heart. 

David Waller, Hessle 

Britain has always hen badly 

TREATED BY CONSOLE MANUFACTUR¬ 
ERS, DESPITE IT BEING ONI OF THE 
BIGGEST MARKETS AFTER JAPAN OR 
THE US, MAINLY OUE TO THE NEED TO 
RECODE THE GAMES FOR PAL TELEVI¬ 
SIONS. The situation is sit to 

IMPROVE. BUT UNFORTUNATELY ONLY 
SLOWLY- THE ONLY BIG GAMES SET 
TOR OFFICIAL RELEASE WHILE THIS 
ISSUE IS ON SAL! ARE MAftiO KART 64 
AND tSS 64, THE FEW OTHER RELEASES 
BEING SHOVCLWARC LIKE MORTAL 


Ho mb* r Trilogy, which hardly 

PUSHES THE MACHINE TO ITS LIMITS- 
IT WON'T BE UNTIL AROUND 
September before the trickle 

BECOMES, IF NOT A FLOOD, AT LEAST A 
FAIRLY HEALTHY SPURT. IF YOU CAR 
HOLD OUT OYER THE SUMMER, YOU'LL 
START TO FEEL A LOT BITTER, 


— g Dear 64 Magazine, 

I have owned an import N64 for two 
months. The machine is from Hong 
Kong, but It has had the rail inside it 
taken out so that it can run Japanese, 
American and Hong Kong games, 
However, I am worried after reading in 
issue 2 that “chipset differences may 
emerge later on", tf this occurs, then ( 
will no longer be able to run American 
and Japanese games on my machine. I 
own and buy mostly American games, 
so I Have two options if these new 
chipsets are introduced; buy an 
American N64 on es my importer sug¬ 
gests, have an American chip soldered 









Letters 


onto the motherboard so the machine 
recognises all games as American. 
However, there is the risk that the 
chips will be changed constantly, ren¬ 
dering the latter solution useless. 
What should I do, or am I jumping the 
gun? Will the American Starfox 6a fea¬ 
ture these new chips? Please help -1 
urgently need it as I don't know what 
to do. 

Ben A,Tunbnidgc Wells 

As FAR AS WE KROW, ALL CURRENT 
American software will run on 
Japanese ano Hong Kong N64s. and 

VICE VERSA, AS LONG AS THE LOCKOUT 
PIGS ARE REMOVEO. Wl WILL, Or 
COURSE, LET EVERYONE KNOW If THIS 
SITUATION CHANGES. 

Nintendo have always hated the 

IMPORT MARKET, AND THE FACT THAT 
THE N 64 HAS THEIR MOST AGGRESSIVE 
REGIONAL PROTECTION YET SHOWS 
HOW SERIOUSLY THEY ARE IN TRYING 
TO KEEP TOTAL CONTROL OVER EACH 
PART Of THE WORLD. BRITISH N64S 
HAVE PROBLEMS PLATING IMPORT 
GAMES EVEN THROUGH A CONVERTER - 

the NTSC Vfrvr fact doesn't work 

AT ALL - RUT IT REMAINS TO •( SEEN 
WHETHER NINTENDO WILL TAKE SIMI¬ 
LAR MEASURES TO PREVENT US AND 

Japanese crossovers as will. 



Dear 64 Magazine. 

I haive never bothered to correspond 
with a magazine before but on these 
issues I feet it is necessary. Left start 
with your magazine, i bought the first 
copy in mid-March and find it surpris¬ 
ing that the second copy was not 
available until the end of May. Isn't it 
a monthly publication and where is 
the explanation in your second issue 
as to the delay? if i am to invest in a 
subscription, will your future publica¬ 
tions be available on time? 

In the interim, I bought funok as my 
second game. I am enjoying it but find 
your review incredible given the views 
expressed in the first issue. To quote 
John Me Cleary, "Acclaim looks to have 
a winner on its hands... It's Jurassic 
PcrzA-tastic... One useful touch is the 
ability to bring the map on screen.** 
Although highlighting some potential 
concerns, your preview is very posi¬ 
tive. But then, in a U-turn the Tory 
government would have been proud 
of, the issue 2 review by Damian Butt 
is extremely reticent about the game. 
It is "sadly Lacking in imagination, 


innovation and dinosaurs" - not what 
your magazine professed in issue 1 , 
Similarly, "in the end you use the map 
to judge whether you've made it or 
not... a stupid and lazy way of filling a 
game." More follows; "Turok has 
attained scores of 95% and even 97%, 
but this is a lie." 

Whilst I applaud your honest opin¬ 
ion, it Is worthless because It is too 
late. I spent £70 based on reviews in 
two other magazines and your initial 
good preview. I’m not disappointed in 
the game, ift great, but how can you 
expect me to be loyal to your maga¬ 
zine when it should have been out in 
time to inform the public's purchase 
decisions? 

Talking of 'brand loyalty', you are 
also exceptionally kind to Nintendo. 
Some readers may be pissed off at the 
price drop, you suggest. There's an 
understatement! Have you been to a 
games shop recently or do you get 
your games delivered? Have you seen 
angry parents and kids arguing with 
shop assistants at the price drop? 

Since you are not Nintendo con¬ 
trolled, 1 would have expected a more 
responsible and adult analysis of 
their decision. When I spoke with 
them, I pointed out the alienation 
they have caused amongst loyal cus¬ 
tomers. Nintendo have proved they 
are shafting the British market - their 
price is neither based on production 
costs nor entry prohibitions to the 
market. They simply want to milk the 
margins but as soon as Sony make a 
move, they panic. Many people have 
to trust the views expressed in maga¬ 
zines such as yours - take responsi¬ 
bility for your position and give these 
foots a hard time. 

I am now waiting for peripherals 
and a game as compensation and I 
won'I stop unlit I am satisfied they 
have re-paid their debt of £100.1 hope 
others are as tenacious and not put off 
by (he platitudes initially directed at 
me when I contacted the company. In 
my business we fully refund customers 
when idiotic moves like this are made 
- Nintendo must do the same. As an 
independent publication you should 
represent consumer interest - do il, 
and gel some consistency in your pre¬ 
views/reviews and publication dates. 

If you do, you might be one of the bet¬ 
ter magazines on the market. 

Mark Lovell, cyberspace 

Taking your points in order... 

64 Magazine was a bimonthly 

MAGAZINE TO START WITH FOR THE 
SIMPLE REASON THAT THERE WERE NOT 
ENOUGH GAMES AVAILABLE FOR IT TO 


COVER] WE WOULD RATHER WAIT 
LONGER AND PRODUCE A HIGH-QUALITY 
MAGAZINE THAT ACTUALLY HAS SOME 
CONTENT THAN FILL OUR PAGES WITH 
WAFFLE AND PADOlMG. Now THAT 
THERE ARE MORE GAMES APPEARING, 
ISSUE 4 WILL FOLLOW ON A MONTH 
AFTER THIS ONE. 

Previews are previews, reviews 

ARE REVIEWS, AND NEVER THE TWAIN 
SHALL MEET. NOBODY SHOULD EVER 
•UY A GAME RASED SOLELY ON A PRE¬ 
VIEW. AS THEY ARE NOT INTER DEO TO 
PROVIDE IR-DfPTH CRITICAL COMMENT. 

The reason the review stated 

ruffo* WAS RATHER LESS AWESOME 
THAN THE (DECIDEDLY GUSHING) PRE¬ 
VIEW SUGGESTED WAS THAT THEY 
WERE WRITTEN 8Y DIFFERENT PEOPLE 
WITH DIFFERENT TASTES. FROM THIS 
ISSUE, REVIEWS WILL INCLUDE A SEC 
ONO OPINION, TO PROVIDE A LITTLE 
MORE BALANCE. FOR THE DEFINITIVE 
WORD ON ANY GAME, ALWAYS WAIT FOR 
THE REVIEW IN 64 MAGAZINE. 

AS WE SAID (N THE REPLY TO DEREK 

Oliver s letter above, Nintendo are 

rULLY WITHIN THEIR RIGHTS TO REDUCE 
THE PRICE OF THE N64 WHEREVER THEY 
LIKE - IT'S ANNOYING, RUT IT 4 * LIFE. 

Software, not hardware, makes 

THE MONEY FOR CONSOLE COMPANIES, 
AND THE CHEAPER THE CONSOLE, THE 
MORI SOFTWARE WILL RE SOLD. 

Neither Nintendo nor the shop 

HAVE TO GIVE YOU ANY COMPENSATION 
FOR THE PRICE DROP - WOULD YOU 
EXPECT FREE GIFTS IF YOU BOUGHT A 
MICROWAVE OVEN rROM AAGOS ONLY 
FOR THE PRICE TO FAU A FEW WEEKS 
LATER? - BUT IF YOU GIT SOME, IT 
SHOWS THCY’ftC ACTING IN GOOD FAITH. 

In the meantime, you can console 

YOURSELF WITH A FULL SET OF PERIPH¬ 
ERALS from Fire, as you win this 
issue's Star Letter prize] 


Memory Card: Winm • 


J Dear64Magazine. 

Having read most of the surfed of new 
N64 mags that have deluged Ihe mar¬ 
ket, I would like to congratulate you on 
producing the best. I would echo the 
comments of Paul Knights, in the letter 
pages of issue 2, welcoming a more 
mature attitude, compared to the fairly 
juvenile approach of, say, Nintendo 
Magazine, which is dearly aimed at 
the under fives. I would like you to go 
ever further; further away from the 
style of the aforementioned NM and 
closer to the tone seen in magazines 
like Edge. However you must also try 
and keep the sense of fun that lies at 
the heart of Nintendo and its games. 

I have a few suggestions that I 
hope you will take up. There is dearfy 


a significant diffence between the 
NTSC and PAL versions of the N64 and 
also of most of the games. As you 
pointed out some of the PAL versions 
have been ‘optimised’ for the PAL ver¬ 
sion and as such run al dose to or al 
the same speed as the original, and 
with smaller borders. However others 
suffer more, and I think it is very 
important for you to stress these dif¬ 
ferences when reviewing the Rever¬ 
sion. On a similar vein, you have done 
some pretty comprehensive reviews 
on import versions of some games, 
notably Starfox in the second issue. 
While i am all for this, will you under¬ 
take to review ALL games when they 
are released in the PAL format, in case 
there are any differences, (especially 
if non- optimisation has made the 
game suffer). The re-review need only 
be very brief if there is little d fference 
between the versions (eg, "We've now 
seen the PAL version of Starfox and 
are pleased to report It is every bit as 
fast and good as the NTSC version. 
Still scores 95%" -1 hope!) 

Thanks for listening and all the 

best, 

Dr Aian Choo Kang (please send us 
your address!) 

The results of our readers'survey 

IN ISSUE 1 SHOW THAT Wt HAVE 
AMASSED AN OLDER READERSHIP THAN 
THE OTHER NINTENDO MAGS - OUR 
INTENTION FROM THE BEGINNING - AND 
WE DON'T INTEND TO LIT THEM DOWN, 
That doesn't mean we'ri going to 

Rl ALL SERIOUS ANO PO-FACED, 
THOUGH - IF GAMES AREN'T FUN, WHY 
PLAY THEM? IT'S A LAUGH RIOT IH THIS 
OFFICE, ANO NO MISTAKE, 

AS OF THIS ISSUE, PAL GAMES WILL 
BE RE-EXAMINEO IN OUR UK UPOATi 
SECTION - WE WON'T BE CHANGING THE 
SCORES FROM THE ORIGINAL IMPORT 
REVIEWS, RUT WE WIU NOTE WHETHER 
THE CHANGE TO PAL HAS AFFECTIO 
GAME PLAY. 


You can send letters the 
old-fashioned way to 
When I'm 64,64 Magvine, 

Paragon Publishing, 
Paragon House, 

St Peter’s Road, 
Bournemouth BHi 2 jS 

or you can e-mail us at 
64 mag@paragon.co.uk. All 
letters are read, but we're 
afraid we can't enter into 
personal correspondence. 
So no SAEs! 
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Mission: Impossible 



“Good morning, Mr 
Ocean. The man you see 
here is Tom Cruise, 
international megastar 
and hero of the 
blockbuster film Mission: 
Impossible . Your mission, 
should you choose to 
accept it, is to turn this film 
into an exciting and 
suspenseful Nintendo 64 
game while avoiding making 
it into a straightforward shoot- 
’em-up and keeping the 
notoriously picky star happy 
with every detail. This tape will 
self-destruct in five seconds. 
Good luck, Ocean!” 
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It soumos like a licence to 

print money, A superstar, a 
hugely successful film end a 
theme tune that everybody in the 
world knows and hums, whether they 
went to or not. However. Ocean 
Software have in the past had 
something of awell, let's be 
charitable and say ‘reputation' when it 
comes to licenced games, the dusty 
skeletons that are programs like 
Knight Rider, RoboCop, Lethal 
Weapon and Flintstones: The Movie 
(the last distributed by Sony, of all 
people) cackling away in the closet 
and threatening to drown out 
memories of rather belter games like 


the Super WES's lurassk Park . Can 
Ocean prove the cynics wrong and put 
out a world beating game? 

Il looks like they can, actually. 
Mission: Impossible Is shaping up 
nicely to be a new twist on the 3*0 
adventure genre - rather than just 
running about topping enemies and 
flipping switches, a la Mario 64 or 
Tomb Raider, Mission' Impossible 
requires players to do a little bit more 
- actually Interact with other people. 
Gasp! You remember that. W*s when 
you leave the room with your N64 In It 
and go into that big room with the 
blue ceiling to meet lots of high 
resolution characters wandering 


Mission Fact: 


around. Yes, them. How the other 
characters respond to Ethan Hunt, the 
hero of the game and the character 
you control, depends largely on his 
actions. Laugh, and the world laughs 
with you. Go around looking shifty 
and you'll be shot. 

This character interaction seems 
set to become one of Mission: 
Impossible' s strongest features, as It 
means the game will play differently 
depending on your actions. As 
Ocean's Andy Hughes, Oceans 
marketing manager, notes, "Every 
CPU-coni rolled character in the game 
has a field of view and a 'brain', If 
you pull a gun in a crowd 
they'll start running. 

Shoo! someone In 
the legs and theylt 
drop to their 
knees, shoot 
them in the 
shoulder and 
they'll spin 
around. You 
can even 
insult them, to 
get a further 
reaction." If 
Ethan main!ains a 
low profile and 
looks like he belongs 
in a scene, the other 
people present will treat him 
accordingly, ignoring him, engaging 
him in casual chat or whatever. If he 
starts acting suspiciously, such as by 
asking loo many questions or trying 
to go somewhere he shouldn't, other 
characters may challenge him or alert 
the local security forces to his 
presence. 

This level of artificial intelligence 
(Al) is something new lo videogames, 
where opponents usually have pretty 
simple patterns of behaviour - see 


player, shoo! at him, repeat until one 
or other party dead. Hughes has 
understandably high hopes for 
Mission's brainy bad guys. "We hope 
that the Af we've developed will show 
others just how valuable the N64 can 
be." he enthuses. "Games that really 
'think' for themselves are what we're 
all after. We're hoping that this will be 
a major step forward in what is 
expected from a game on such a new 
platform.* 

Secret Agents 

Mission: Impossible's programmers 
art Ocean of California, a trans- 
Atlantic offshoot of the 
Mancunian software 
house who have 
been working on 
the game since 
early 1996. 

Mark Rogers, 
the head 
designer on 
the game, 
was actually 
personally 
invited by 
Cruise to visit 
the sets on 
several occasions 
while the movie was 
being Timed. This link 
between the film crew - still 
being tensed as production started on 
the game - and the programmers 
means that the game of Mrsswn: 
Impossible Is as close an experience 
as possible to the movie itself, a 
million miles away from the days 
when a couple of sprites leaping up 
and down over platforms was 
considered an accurate translation 
from celluloid lo silicon. 

At the heart of Mission: Impossible, 
more so than Its 3-0 routines (whrch 


The classic Mission: Impossible theme tune was originally written as 
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are best described as Tomb RoMer to 
the nth power) is its Ai engine. This 
program, nicknamed 'Stull*, controls 
the actions of every character within 
the game other than Ethan himself. 
Each character is assigned a set of 


Mi wo* f**Oi§rBie has sm Missions rot Ftman 

to SNEAK ms WAY IhROUGH |tfSt AS IN TMf TUM. 
Hi'S MEN FRAMED FOP SITING «T A TRAITOR, AND 
MUST WORK ALONE TO CHAP HI* NAMt AND OWI 

■nr villain. Without giving too much awav, miif\ 

WHAT TO EXPECT ONI »Ar«, 


Mission 1: 

Embassy 

Don a whih rw, mingle 

WITH THE GUtStS - OH, ^ 

and while ruu^t at it, 

STEAL SOME SECRET 
UOCUMIMS AND RESCDt A 
WOMAN FROM THE CtllS IN THE BAM MINT 


Mission 2; Island 

A QUICK TRIP TO THE PWVATI 
ISLAND OF ARMS DIAL Ft MAI 
sffs Ethan attempting to 

PREVf NT TMF SAIF OF SOME 
NUCLEAR WIATON5 TO THE 

Middle East. No probif mo 


Mission 3: CIA HQ 

DESPITE HAVING prevented the 

ARMS DIAL, THE CIA SlILl AREN'T . 

happy wiin Ethan and capture 1 m | 

him rot interrogation. The i . 
pearly toothed agent has to mt gjk 
escape his cantons and find a wav 
TO the IMF BASE BENEATH THE CIA HQ AT Langley. 


Mission 4: IMF HQ 

The only way rot Ethan to clear his 
NAME IS TD IRE AX INTO THE IMF 
MAINFRAME AND STEAL A LIST OF 
AGENTS to trade FOR THE IDENTITY OF 
m traitor. This mainframe is virv 

WELL DEFENDED, THOUGH .. 


Mission 5: TGV f 

Having malmmchid the \ 

mst. Ethan boards a TGV * 

from Ionoon to Paris to D* 

MAKE THE TRADE. The DAO * * 

NFWSIS THAT HE’S BEEN 

BETRAYED (AGAIN)! Wi TN A — 

HELKORTtR ATTACKING FROM * - 

OUTSIDE! AND CARRIAGES FULL ‘p ^ f 1 * I 

OF ARMID GOONS. tTHAN * 

MUST BATTLE HIS WAY THROUGH 

THE ‘RAIN WHILE TRYING NOT TO HARM THE INNOCENT CIVILIANS ABOARD 


Mission 6: Final Confrontation 

is Tut FINAL BATTLE a HAND-TO-HAND CONFRONTATION 
ON THE ROOT OF A 2O0MPH TGV IN TNf CHANNEL 

Tunnel’Or is it something even cooler than that? 
*Yis," ASSERTS Andy Hughes, “but I'm not going to 
GIVI TOO MUCH AWAY AT THIS 5tA*f, lT*S SOMETHING 
A MAHNO TO SEE, AND INDEED HAY. YQj WON’T til 
(HSAPPO-NriD!” 
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"The N64 is a fantastic and amazing machine once you get to 
# grips with it. The power of the machine is second to none." 
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characters within the game enough 
Intelligence to make their presence 
worthwhile, without compromising 
the speed and detail of the game. The 
trade-off between the two has been 


machines could have trouble 
handling. “The N64 gives us more 
room to play with," Hughes remarks. 
"We can produce games that have the 
graphical quality we've come to 


expect as well as having depth and 
braimtaxing designs. It'S a fantastic 
and amazing machine once you gel to 
grips with the programming 
techniques used. The power of the 
machine Is second to none." Certainly, 


- the game 


people 

if Ethan comes 
they'll be more inclined to 
out. Conv#ely, if he pisses 
the First chance they get 
down the river! 


Power Play 

Obviously, this amount of At demands 
a toll from the machine, and one ol 
the main goals of Ocean of California 
has been to give the numerous 
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probably ignore him and go back to 
whatever it was they were doing. If, 
on the other hand, Ethan Is sneaking 
around and looking auspicious, then a 
publicly-minded cram will probably 
alert the Rarest a Aority figure, or 
even atte#t>l to t Ale Uhadftn the 


spot 


on other 
characters' 


tricky, but the development team are 
confident that they have got the 
balance right, and as a result ol this 
they also have a pretty high opinion of 
the N64. White many have wailed that 
the lack of a CD-ROM makes 
squeezing in large amounts of game 
data difficult. Ocean of California 
prefer to look at the machine's 
strengths - its immensely powerful 
main processors. Though the N6 a's 
obvious graphical talents are one plus 
point, the level of Al required by the 
characters in the game also sucks up 
a lot of processing power, which other 
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the team are dubious about the 
possibility of reproducing the game 
on other consoles, as the H6& CPU 
and graphics chips are both kept 
working overtime by the combination 
of highly detailed visuals and free - 
thinking characters. 

Part of the reason for the game 
requiring this degree of intelligence 
was down to the learnt desire to do 
the film justice by incorporating a 
shong 'espionage' feel, and another 
part came down to the demands of a 
certain eternally grinning celebrity - 
Tom Cruise himself. Since the Ethan 


Hunt character In the film didn't carry 
a gun or engage in any fames Bond- 
style plugging of dozens of boiler- 
suited goons from too yards away 
with a single Walt her magazine. 

Cruise Felt - understandably - that the 
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vfcdeo version of Hunt shouldn't either* 
Instead; Ethan can temporarily ‘zap' 
people with a dart gun, but they soon 
recover - and will then be rather 
unhappy, 

Although certain levels have an 
action feel to them, catling for 
plentiful expenditure of darts and 
every other trick In Ethan's arsenal, 
such as explosive chewing gum, an 
array of miniature cameras and a 
watch which doubles as a handy 
computer, for the most part avoiding 
combat is preferable because the 
sound of gunfire will bring every 
guard within a mite running - and 
unlike Ethan, they have no 
compunctions about killing. “The 
game is obviously not a biastaway 
free'for-all," says Hughes. 

"Interaction through speech is vital if 
the player is to succeed. Remember, 
the genre is 'espionage’, so that 
should tell you something about the 
style of play," 
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Cruise Control 

The plot of the game mirrors that of 
the film to some extent, although 
there are obviously differences in 
order to keep things fresh and provide 
players with surprises. For example, 
you cant just finger the traitor within 
the learn right from the off and blow 
him away* However, some of the 
locations within the game should be 
familiar to film and video viewers - 
each of the six levels is closely based 
upon locations from the movie itself 
(see boxoutj. The climax of the game 
is still on a high speed train, but 
Hughes promises some new twists 


that he hopes will beat even the film 
for ridiculously over-the-lop action. 

As producer of the film, and a man 
with a keen interest in the success of 
the updated Mission: Impossible 
franchise. Cruise had power of 
approval over the game - and his face. 

"He wasn’t happy about having his 
face used." Hughes says gloomily 
obviously aware of the Irony of having 
a game of a film starring one of the 
world's biggest box office draws, and 
then not being allowed to use those 
self-same features in the game itself. 
"He's very sensitive about the use of 
his image. We wanted to texture map 
his face onto the Ethan character in 
the game, but he wouldn't allow it. We 
ended up with someone looking like a 
cross between designer Mark Rogers 
and John Travolta, Doh!" How Travolta 
feels about this is a subject nobody 
has yet dared broach. Cruise’s 
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Influence doesn't just extend to the 
game itself, but also into its 
promotion - a rendered scene of 
Ethan atop a TGV at the finale was 
also eighty-sixed by Cruise, to our 
annoyance - we wanted to use it for 
the cover of this issue! We also found 
out the fascinating fact that Cruise 
apparently won’t allow pictures of his 
face at a certain angle to be used for 
publicity purposes because he doesn't 
tike his profile. These Hollywood 
stars, eh? Says Hughes. “As Mission: 
Impossible is Tom's own franchise, 
he's been very Interested in the whole 
project. He really cares about his 
business." 

Change’ll Do 
Y ou Good 

With the N64 not having a CO, and 
hence no way to stream video lootage 
as cut scenes, Mission: Impossible 
uses more hands-on methods to teil 
its Story, keeping the player involved 
by having the plot gradually revealed 
as Ethan works through the six 
missions. Although there are cut 
scenes in the game, to fill the player 
In on events taking place outside 
Ethan's current location, they are all 
generated on the fly by the N64 itself 
rather than being spooled from a disk, 
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Kief roc r mind m mi toe Emu. 


Mission Fad 


Some of the guest stars in the original TV series included William 













Mission: Impossible 




T*W (Hi HOUSES A fWhlTII PftWMAMMCR WHO ETHAN H4JIT | 
- fewt tut anuui* wiu have soimthim n? hay about th*t. 






Boq Boa; How COME THE RAT 
LATIOM DUCT HAD NCVEt Sf 1 
[R ALARMS iEFD»E?Wi‘Rf 
MG AM ANSWER OH THAT ONI* 


thus keeping troth game and 
exposition In the same visual style. 
There are also debriefing scenes at 
the end of each mission* where 
Ethan's success, and its Impact, Is 
evaluated. "Most of the plot, though, 
comes out through read-time gaming " 
insists Hughes. m Wsskw impossible 
was designed to be more than just 
eye candy Gamers have had enough 
of that - they don't want more*” 
Mission; impossible is certainty eye 
candy In a positive sense, though. The 
various different rooms within each 
level are sumptuously detailed* and 
the actual characters - even the bit 
part players - make the pointy- 
breasted Lara Croft from Tomb Raider 
took positively cubist. A typical 
character has 350 polygons* and 
major players, such as Ethan himself, 
have quite a few more. The characters 
also change their clothing throughout 
the game; one of Ethan's many talents 


Mission: Implausible! 


In ini Sixties* Pioeu wyrl Mom willing to accept that simpcy donning a nubicr mash could alsd alter Martin Landau's 

WEIGHT AND HlMJHT, AND LIT HIM IUCTU BUPLItAU THl VOICE Of A PERSON HE’D HIVED MIT. IN THE NINETIES, Wi'Rf A HT MORI 
SCEPTICAL - SOMETHING THt WRITERS Of UlUIOR. SHOULD NAVE CONSIDERED RirODE COMING UP WITH THI5I LESS 

THAN CONVINCING 1TOEV POINTS... 


The ImteI'NOtL Tom Cruise 

UNCOViBS A LAIOI PART Or TWf 
PLOT AND ACCOMPLISHES ALL 
KINDS Of CTDEDSPACE TlffKEBY - 
USING A *OG STANDARD ApPH 
P POWfR-BOOK ANDhETSCAPf 
Navigator J.O. E*. hq, Plus you 
CAN' l PVT SPACES IN AN E-MAIL ADDRESS. SO THf jOB J;T4 
SERVED WOULDN'T 81 GETTING TOO MUCH MAh 


Face Fact* At a crucial moment of thc 
story, Tom has somi handy erposhion 

SPOUTED At HIM BECAUSE HE'S WEANING A 
MASK 0* ANOTHER CHARACTER A TOTALLY 
REALISTIC MASH. Wltll HAIR. THAT HE |UST 
HAPPENED TO HAVE. RlGHt. 


Tunnel Of Lucr: Han Reno is 

FORCED TO f LY MFS HELICOPTER INTO 

the Channel Tunnel m pursuit of 

THE SPEEDING TRAIN. GOOD |OR IT'S 
MCOMI A LOT A DC*! THAN THE REAL 
THING 50 HIS ROTO* BLADES CAN f<T 
IN* NON ? 


f \ 1 


“iiV 


Group 4: The CIA data doom is 
PROTECTED BY Alt KINDS OF 
RIDICULOUSLY ELABORATE SECURITY 

measures. Tunny how they forgot 

TO INCLUDE SOMETHING AS SIMPLE AS 
A CAMERA. THOUGH - THAT WOULD 
HAVE STUFFED TOMMY Bov'S PLANS IN 
A 5ICCWD! 


I TO INCLUD-E SOMETHING AS SIMPLE 
[ A CAMERA. THOUGH - THAT WOULD 
HAVE STUFFED TOMMY Bov'S PLANS 
■ A SECOND! 

Rat Punk 

He By ^RLH 

I 1 of 

■ ! i m2; still awaithi 

• VrDePalwi 

HI Trainspotting; The Cruiser 

■ BOARDS A T(iV TOR PARIS EXCIPI Hf 

■ DOESN'T, BECAUSE TQVs DOH’l RUN IN 
THL UK. Amo EVEN IF THEY DID. THE 

I ONI IN fH| FILM WOULDN'T BUDGE AN 
INCH BECAUSE THERE AR| NO 
OVERHEAD POWER CABLES TO SUPPLY IT 


Fire Balls; Tom is blown 

THROUGH THE CHANNEL 

Tunnel to land wily on 

the B*£K of the train by 
the shockwave FROM an 

EXPLODING HCLCOPTEfll 

Rather than, irm, being 

CONSUMED BY THE FLAMES 
AND DASHED TO Prices UPON 
THE tracks! 


*a 

w 


Emilio Dus Horribly; Actually, wr 
don't have a problem with this. We 

FUST THOUGHT YOU MIGHT LIKE TO SEC IT. 


But most unrealistic or all-. Ion 
VDfGT. Emmanuc Lit Brart. Married. 
Guess WHAt?Rtox happening. 
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ner, Joan Collins, Martin Sheen, George Takai, Ricardo Montalban and Eartha Kitt! 
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RcKJMS Aftt PIKT CREATED IN WMIFIUMI 
FOKIN, SO THAT m Cf SIGNERS CAN MAM 
BURE CV 1 KYTNNII till FIT WITNH 
PIOPERIT. FLOATING TABUS AND COOKS SIX 
INCH!S AWAY PNOM TNI WAU NMD NOT 
ARBlT. 


SURFACES A«| ININ f IIIIQ TO INSURE TNAT 
AU TNI PIFFfKfNT PARTS OF TNI ROOM U[ 
IN THE CORRECT POSITION IN RE L ATI OH TO 
INCH OTHER. TNI SIMPLISTIC SHADING 
«IVTf A USACil J D EFFECT SO PROBLEMS 
CAN BE SPOTTED, 


Other light sources are then added 

WHIR! TH(T WIU HI IN THE FINAL GAM I. 

Already everything is starring, to iooh 

MORI REALISTIC, TNI FIRM STEP NOW IS TO 
TURN THOSE PLAIN GREY WALLS INTO 
BELIEVABLE DECOR. 


The Wired World Of Ethan Hunt 


SlMPIT APPLY A SUITABLE Tf KTUKI MAP TO 
EACH FQITUN ARC TOu'lK LAUGHING, ALL 
THAT KCMATNS TO BE CONI IS CONVERT THIS 
PLASNT SGI VERSION INTO SOMlTHINO THAT 
CAN BE IRPIORID HY ETHAN Oh TNF NAA IN 
RLA 1 TIKE. 


NOW DO AU THOSE INCRE Dl BIT QETAIM D IN VIROHMIH TS PIT INTO TN( LIMITED SPATE OP AN N&K (ART? 8 v if ING VERT CAREFULLY OtSlONf 0 , THAT'S HOW N IRl'f A STIP'IY’STI P GUIDE 


OF NOW TO BiHLO TOUR OWN EMBASSY USING NOTHING MORE THAN A FEW WIRES AID A COUPLE OP VARY EXPENSIVE SlLKON GRAPHICS WONftf lATIONi! 



"Wewanted to texture map Tom Cruise's face into the game, but we 
enued up with a cross between the designer and John Travolta!" 


u nlucky victim's Extensive use is also m ade of Hie 
to6Vs battery of special effects, giving 
locations some extremely tool 
lighting effects. Searchlights svreep 
across military installations, guards 
lurk in shadows and computer screens 


V ff m »gs. Taking the 
unite#At a vul:ll let him 
0 penetrne areasmnnatly Limited to 
authorled persofcel only - at least 
until A unwilling donor of the 


Ethan can d#ag mm f dnewmiie quiet anb steal his clothe! 


HWiM NMXNE9 OUI 


Hughes, Mission! impassible without 
the endlessly hummable "biddie-ooh, 
Wddlerooh, biddle-ooh, bah-dahr 
music would be like steak and kidney 
pie without botulism, though, so we'd 
be very surprised if the final game 
didn't feature it somewhere. In fact. If 
it doesn't, that 1 * five percent off the 
final score for starters... 

Mission: Even 
More Impossible 

Ocean have a lot of confidence in 
Mission: impossible', so much so, in 
fact, that a second game is already 


T5VNIU4 DllGUri E. 


Having HtruiD *04* $Mf. [THAN 
HAS TO LIAO allTO WITT. 


nobody knows what the story is likely 
to be - apart from Ocean's developers, 
who will share the same level of 
involvement as they did on the first 
him. Second time around, they'll also 
have the advantage of being based in 
the same part of the world - no more 
huge wads of Air Miles burning holes 
In peoples" pockets! 

If Mission: Impassible or the N64 
lives up to Its promise, and there 1 * no 
reason to believe that it will flop, it 
could usher in a new genre of games - 
the }-D outwilemup, Will the 
prospect of having to use brainpower 
rather than firepower attract an 
audience on the Nintendo machine, 
which to date has relied more upon 
pad prowess than synapses and 
stealth? \V$ certainly a brave step on 
Ocean's part - whether they Ve 
succeeded in their goal or not is 
something you'l! be able to find out 
soon in 64 Magazine, as soon as we 
get our hands on a copy Even if th:s 
entails us going up to their UK 
headquarters in Manchester 
and dropping from the ceiling 
on wires... * 


uniform wakes up and raises the 
alarms Similarly, adopting the garb of 
a waiter in the first mission, the 
Embassy, will give Ethan the run of 
the reception and the chance to listen 
in on the guests' conversations, but 
don't be surprised if people keep 
asking him for drinks* 


give off an eerie glow as Ethan hacks 
Into their systems. The sound is 
suitably atmospheric as well, though 
Ocean are being cagey about whether 
Ulo Sthifrin’s famous theme tune - or 
its halfrof-Ua remix for the Him - will 
appear In the game, “You’ll have to 
wait and see about that oner chortles 


is his m 
charact* 
themtt 


ery of 


ock GU 


swifWit of presti 
Jtangeo will s 
m Ethan emer 
M from hidii 


his 


being planned to lie in with the 
release of Cruise's second Mission, 
impossj'bfe adventure next year, which 
is currently being filmed in Hollywood. 
Since the shoot is still as difficult to 
penetrate as CIA headquarters (the 
reai one. obviously, not the 'protected 
by Noddy* version from the film}, 


































AVAILABLE SOON 


NINTENDO 64 CHROME 

RESERVE YOURS NOW 

CALL FOR DETAILS 


US NINTENDO 64 

£149.00 GAME DOCJQRV64 fCALL 

IMPQRT NINTENDO 64 AND PLAYSTATION 

US NINTENDO 64 5AMES 
£54.99 WAVE RACE 


MARI9 64 
MARI9 KART £59.99 

KILLER INSTINCTS G9LD £59.99 
MORTAL K9MBAT TRILOGY £59.99 


PILOT WIN5S 
PERFECT STRIKER 
HUMAN GRAND PRIX 
WAR gods 

PLAYSTATION IMPORTS 

RAGE RACER 

FINAL FANTASY 

BUSHIDP BLADE 

SPUL EDGE 

TIME CRISIS 

RING for LATEST 


£59.99 

£64.99 

£59.99 

£64.99 


WAYNE GRETSKY 3D HOCKEY 

BLAST CPRPS 
Doom 64 
STAR F9X 
STAR WARS 
TUR9K DIN9SAUR HUNTER £59.99 
DARK RIFT £59.99 


£59.99 

£59.99 

£59.99 

£59.99 

£59.99 

£59.99 


CQMIN5 Soon 

MISSION IMPOSSIBLE 
GOLDENEYE 007 
YPSHI'S ISLAND 64 
DUKE NUKEM 


EMAIL ENQUIRIES: importzone@cyberdream.co.uk 

OPEN 7 DAYS A WEEK. MON - SAT 10AM - 9PM. SUN 10AM - 7PM 
74 N9RTHSATE, CANTERBURY, KENT, CT1 IBB 

TEL: 01227 764607 FAX: 01227 452038 


ALL MAJRR CREDIT CARDS ACCEPTED 


Ml J 
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Welcome to 64 Ma&azini's dlviews section, the heart or the magI Regular readers wiu nonce the addition or a 

NEW SECTION - THE UK UPDATES, WHERE GAMES NEW TO THE SHORES OP THIS SCEPTRE^ ISLE GET A SECOND CftACX OP THE 

whip. Despite a hideous slump in the numrer of nnis rung released this month, wi ve still managed to collect 

OGETHER SEVEN TITUS TOR YOU TO PERUSE - READ ON TO f INO OUT WHAT*$ GREAT AND WHAT'S GROT* 


The chances of a same getting its N64 debut in the UK are about the same as those of OJ 
Simpson admitting it was his glove after alL As a result, games will always be reviewed 
on import before they appear in the UK - annoying, but unavoidable. This month's 
rather meagre selection includes... 


War Gods 

© Midway port their new arcade game onto the N64 to win the 
title of ‘first N64 3‘D oeal 'em up'. But is it any good? 


Doraemon 

Small blue robot cal seeks friendly home with Mono 64 -loving family. And ears. 


The Glory 9^ 
Of St Andrews 

S K A good walk spoiled and a 
¥ cartridge slot defiled with this 
risible plus-fours simulator. 


EXOR 













Reviews 


UK UPDATES 


The Awards 


This section wilt re-examine games that have already been reviewed on import in earlier issues. Although the 
original scores given to the game won't be changed, as we red that having two different ratings for the same 
game could get confusing, we will be looking closely at the quality - or otherwise - of the RAL conversion. 


What does the overall score mean? Unlike many 
magazines, where an ‘average* game can still 
achieve 80%, 64 Magazine is stricter in awarding 
scores. Here’s how we rate things; 


Mario Kart 64 


© Mario makes a second appearance on the 
NGa, and this time he + s brought his mates 


N64, and this time he + s brought his mates 
with him ter some full-on teur-piayer racing action! 


ISS64 

JP| Or the gobstopping inte/vaUcnol Superstar 

Soccer 64 to its friends. Konami's soccer cracker 
is better than ever in its UK incarnation! 


J 

a!LuJ .*9 _« 4 -LiAE 

C ‘JKMPI4MS niflf.lHS'fJ MAJOR » 

"I 


0-0 


v. » 


iru 


% 

- 




Killer Instinct Gold 


© Near-naked women wrth 
enormous breasts, blokes 
who make Amie look like Mr 
Muscle... it must be beat-’em- 


up season 


Duarte 


Mortal Kombat Trilogy 




D Yet another tighter battles it out ter 
vnur monev - but this one's eoine ti 


w your money but this one's going to 
be left bleeding on the pavement... 






-w 


m *J 


OQ 


: i 




(LA 




Box Clever 


CviKY REVIEW III 64 MAGAIlftE CONTAINS STANDARD INFORMATION 
ABOUT (ACM GAME, DIVING YOU DETAILS AT A GLANCE. 


Performance 


Memory Options 


$64, 000 

Question 


UK 


Updates 


mis 


R E PI *C E S 


■ON 


564 


CKM) 


Question 


ASKS 


INI 


UK 


TNI 


VERSION 


TH| 


GAME 


BEEN 


OPTIMISED TO 


ki.K 


TUU 


SPIED 


British 


This is where wi mi you how 

MUCH or THE N64 IS USED BY EACH 
GAME AND WHETHER THE Re ARE ARY 
SPECIAL NEW FEATURES WHICH ONLY 
THE N64 COULD HANDLE. How MARY 
GAMES API TRULY 64-BIT? 


AY 11 


run 


SCREEN 


OR 


TEUNS 


OR 




K F 


p 1 c d r «r 


|U9T 


HI hi u OU 1 


A STRAIGHT 


CONVERSION 


WITHOUT 


inTHFIIHf. 


1 BANK 


r hi 


IPftB 


‘UP 


OUR 


N64S 


SLOWER 


95%+ 

Bang a gong, get n on - winners of the Gold 
Medal are those rare titles lhal every ME** 
owner should buy We are going to be very 
selective about who gets these... 

90%-94% 


64 




While not quitr an essential purchase, any 
game that receives our Siwler awaid should 
definitely be in the running for your readies. 

80%-89% 

Eil her the tow end of wscetleiKe or the top end 
of (mat. depending how 'you took at it. Games in this 
range are worth investigating, especially Ida fans of ihe 
game's ferae. 

60%-79% 

Approaching Planet Dubious; games lhal end op here 
are either good but flawed, or average Dot redeemed 
by clever features. Think carefully before buying. 

40%-59% 

Welt average. Any game that lands in this area will 
have little special to offer you. the game-starved 
punier. Think my carefully before buying, 

20%-39% 

The Dead Zone! Anything that can only scrape this 
kind of score should be left on the sfteH lo rot, 

Below 20% 

We can only hope that nothing this dire rs ever 
released. If anything scores below 20%. it'll be a 
black day for N64 gaming! 


The Ratings 


Memory: 

Every review will till you what th e 

CARTRIDGE SAVE OPTIONS IRCLUOE. 

Controller Pail 
YOU CAN RUT A SEPARATE 
n MEMORY RAN, SO WHAT 
k ELSE DOES IT DIVE 

YOU? 


Dog's bollocks or dog do? We fudge each 
N64 game on the following criteria; 
graphics, sound, game play and challenge, 

The absolute business! Hand to 

IMPROVE ON. 

if* if* if^ iff 

Very good, but 

NOfT P1REICT. 

Iff Iff Iff 

Adequate, but 

NOTHING SPECIAL. 

Iff Iff 

Definitely below 
par Watch out. 

iff 

Absolutely useless. 

Biwabe! 
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Review 


Pubfeter; 

D&lhpcr. 


&eit J em-ii|! R*lw« CtatrOut now Cimoori] 
US PHc«: ^4.9? 


Midway Game Type; 
£yt«em Origin: 


S 



if rou iabct a wki iiri I'm vhik 
VALUM CAB M$l# TOU Ml' 






© Call this lot gods? They'ri 

a pretty sorry looking bunch 
if you ask roe! No wonder 
religion's In such a stale at the 
moment if this motley crew's the best 
the heavens have to offer, There's 
camp Inca priest Ahau Kin, dog faced 
Anubis, low-rent Terminator £Y-s, 
clownish Kabukl |o>, lardy gladiator 
Maximus, chesty dominatrix Pagan, 
overgrown gnome Tak, slrippagram 
Viking Vatlah, dread locked Voodoo 
and Gl joe Warhead, Anyone caught 
worshipping any of this 


must have a really empty life. Jesus 
could kick lheir asses, and 
he's a pacifist! 

War Gods Is the M6Vs Wist 
Full 3-D beat->m~up, in the 
same style as Virtua Fighter 
3 and Tdriten i . The good 
news for Nintendo owners 
wanting a fighting game 
that can match the best 
on PlayStation or Saturn 
is that War Gods is a 
match in terms of looks, 

111 save the bad news 
for later. 

The War Gods arcade 
machine, of which 
this is a pretty straight 

Memory »«*<>*,, 
Options JZu.*. 

It OKI 


conversion, was created by Midway 
as a test for their new hardware. 
Rather than take the risk of damag< 
ing their lucrative Mortal Kombat 
franchise if players didn't take to 
the 3-O format, 

Midway came up 
with War Gods 
instead. Any 
problems 
players might 
have with the 


















War Gods 



GODS 


CVftOM a-J CAN CHAfebl UP Id POM OillMUT, *Htl H CAM HUM It MI|B ill a»t 

inunitiii uiiiMf! 


new format could be sorted out 
before Mortal Afomhor 4 hit the 
arcades. 

The Mortal Kombat connection 
shows up pretty Strongly in War Gods. 
The various special moves for each 
character are accessed In a similar 


way. tapping out combinations of 
moves on the D-pad or analogue slick 
(either can be used to play the game! 
to get results, and the splashes of 
blood lhat follow each hit wilt also be 
also very familiar to MK players. 
Combos are afso presenl (although 


it's pretty rare to find a modern 
beat-'em-up that doesn't have them) In the later MK games, 
along with the regular basso but It's just a bout possible 

announcer, and the things that made that in War God s they 

Mortal Kombat so infamous in the might be the maddest 

first place are here as well - the fatal* ones yet [see boxout 
illes, There aren't as many of them as on page 30). 
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Fatal But 
Not Serious 

C |U»t UNI INI MORTAL KOMI*’ GAMES 
ON WNICR THIS IS RASED, WmM (lOAS 

I MAS SOM I MAD AND GOAT WAUHIS 
rOA PLAVftf TO TRV OUT ON THIIA 
ENEMIES. 


Ahau Kin 

Kids out his opponent's still-seating 

•ICANT AMO SOCKS THE (MOOD FROM IT, 



Trick Ore Treat 

Is there a paper-thin excuse for all 
this bloodshed, I hear you ask? There 
certainty is! Biiiiitlyuns and biiiiillyuns 
of years ago, as Carl Sagan might 
have said if he wasn't dead, an a I en 
spacecraft carrying a load of energy 
charged Ore (nobody ever bothers lo 
explain exactly what kind of ore it is, 
or why it deserves a capital letter) 
crashed into the newly-forming Earth. 



CY-5 

Calls down an /NomwoffrCf Ouhttie 
UFO TO VAPORISE ANYBODY STANDING 
IfNOCA IT, 



Warhead 

Amy pooa fool who loses to Warhead »u 
FIND THIMSIIVIS ON TtfE WRONG END OF AN 
AIN ST1IKC. 


\ 


* Hu 

|l 


i 


Anubis 

Drops a sarcophagus onto his deflated 

ADVERSARY, SQUASHING THEM FLAT, 


Kabuki Jo 

Transfixes the loser with a speak, then 
LIFTS THEM $0 THEY SLOWLY SLIDE DOWN IT. 



Pagan 


Summons up a gricn Medusa head to 

PETRIFY ANTOHt WHO GETS IN HtR WAV 



Tak 


Hammers his victim into the ground uxf 

A (ENT PEG, THEN iOOIS IME»R HEAD OFF, 



Its glowing green cargo was scatteed 
throughout the molien rock of the 
new planet. Ages later, various 
humans came across the Ore, which 
upon contact turned them into super¬ 
beings with amazing powers, They 
could have become all philanthropic 
like Clark Kent or lhe Justice League 
Of America, but that would have 
made It a very boring game. Instead, 
they used the power of the Ore to 


travel through time and kill each 
other, so that ultimately the sole 
survivor wilt possess all the Ore and 
rule the world. However, before that 
the final War God must face two 
beings that guard the secret of the 
Ore - the beer-gutted gargoyle Grox 
and telekinetic slime-being Exor. 

Compared to Kilter Instinct Gold, 
War Gods's only real competition for 
the beat-'em-up crown on the N64 



VALLAH 


EXOR 


War Gods is a sad attemp 


Maximus 


Chains his unlucky enemy dctwcen -no 
COLUMNS, THEN SLICES THEM IN TWO. 



VALLAH 

SACRIFICES HfR CHAliiNGER ON A FLAMING 
ALTAR, ROASTING THEM ALIVE. 



[Mortal Kombat Trilogy is too sucky to 
consider), there is a lack of options. 

In particular, Ki Golfs excellent train¬ 
ing mode is really missed here. Some 
of the moves in War God s are quite 
complex, like the fatalities, and the 
chance to practice them would have 
been appreciated. 

Once you start playing the game, 
Mortal Kombat vets will feet right at 
home. Apart from the 
addition of a button, 
the controls are the ^ m 

same as MK Trilogy - 

Voodoo 

Makes use or a voodoo dqu to explode 
his rot's intestines. 





























War Gods 





two kinds of punch, two klcids of kick 
and a block. You can evf n still dellvff 
an uppercut that’ll send your 
opponent flying into the air! Each 
character also has projectile and 


Thm mi tin WUi Gobi to cmcii 

IMM'llliM (RUT till *MI SO) 
UH IP) W frUKT IRI mm. 
Gaol *«» Lut. 


t a beat-'em-up 


special attacks activated by joypad 
gymnastics - for Instance, Pagan can 
conjure up evil skeleton spirits to 
trap her enemy while she moves in 
for the kilt, white Voodoo can set 
packs of giant skull-faced bats onto 
the other player. 

War Gods is being sold on its 
looks, and ( have to admit it does 
look good at first. Like the Mortal 
Komoat games, real actors have been 
photographed and digitised for the 
game, which most have been Fun for 
the guys photographing the actress 
playing Pagan when she did her 
victory boob jiggle! In War Gods, 
the digitised pictures have been 
mapped onto polygon characters, 
giving them a more realistic look 
than, say, Tekken , although they’re 
not nearly as lifelike as 
Midway like to think. 
Because of the cartoony 
style of a lot of the 
moves, the fighters are 
quite jerky and don't have any 
feeling of weight behind them. They 
aren't as responsive as they should 
be either. White you're waiting for 
some sluggishly animated special 
move to finish, the other player is 
kicking the crap out of you. 

Despite it being a j-D game, the 
celebrated '3-0 button* Is pretty 
much a waste of time. Push it, and 
your character can hobble around 
, the arena as you move either of 
^ the directional pads. While 
you're doing it you Ye 
open to attack, and 


WNOiC W* MIAAINR ro TNI WI*M 
‘ 6 IVIIM HI AD' 



fXOR 


even if you use the analogue stick you 
can still only move In eight directions 
instead of having full freedom of the 
arena. Frankly, you’re better off recon¬ 
figuring the pad 


so that the shoulder buttons allow 
you to roll left and right, tike the 
PlayStation^ Tbsfrfnden games. Ite 
surprising that this wasn't set up as a 
default, as \l% a lot more useful than 
the 3 D button. 


Ore Gctsm 

TM»I Mt TIN FIGHTERS VOU CAM (MOOSE IN WA* GOOS, BUT ifS HAND TO 
IMAGINE ANVONI SETTING UP A CMURCM TO ANT OF TWIM. 


Ahau Kin 

This Inca priest might 
wtai i skirl, but he 
responds to Accusations 
of transvestism by 
tipping out people's 
hearts. 

Modelled On: Yul Brynner 
Crab In A Pun Brawl Bicause: Dress 
sense makes him «n instant target 

CY-5 

A cyborg From t he Mure, 

CY-5 murdered his 
creators and set out to 
hunt for more Ore. his 
power source, and a ran 
of j-ln-i. 

Modelled On: Steve Austin 
Crab In A Put Brawl Because: One spilt 
pint would shod him out 

Warhead 

A former US soldier. 

Warhead made the 
mistake of going into an 
exploding building full of 
Ore. You don't need 
brains to be a god. 

Moouud Or: Jean 
Claude van Damme 
(nab In A Pun Brawl Because: Wearing 
sunglasses Indoors means you can't see 


Anubis 

A Former rave robber 
turned Egyptian god. 

Anubis is an advocate of 
'pyramid power'. If you 
throw a slick he*U fetch 
it, toe. 

Modelled On Boss from Frrend* 

Crab In A Pub Brawl Because "Sorry 
mate, no dogs.* 

Kabuki jo 

After watching the Troma 
film Sgt Kabuki man 
NYP 0 , this man knew 
he’d found his ideal 
secret identity. 

Modelled Ok; Ronald 
McDonald 

Crab (k A Pua Brawl Because: Nobody 
would lake him seriously 

Maximus 

For most people. Fur 
underpants would be a 
bad idea. Bui for 
Maximus, discomfort 
makes him stronger* 

Mooeued On Wolf the 
Gladiator 

Crab In A Pur Brawl Because; 

Dress code or door means he'd 
never get in 
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Bore Sods 

Once you see past the flashy graphics, 
you'll realise that Ktor Gods is a sad 
attempt at a beat-’em-up. By sticking 
to the Mortal Kombat method of fight¬ 
ing, Midway have missed the chance 
to take advantage of the }-D setting - 


1 ii.au kin < 



r« a MSt u>. 11m tJUi on Amah 

*04 lltVKC hffT wi*l KIT NIM BUB 
mm r um on oara rtwa cwkAt. 



© Pagan 

If real pagani 
all went around Looking 
like thfe thigh booted 
vamp, they'd probably 
gel a lot more attention. 

Monk lk o Cm: Mbs 
Whiplash 

Crap In A Pub Bmwl Because: Shed uip 
on her six inch stilettos 

Tak 

This big stone bloke's 
only ambition wisto 
make the taster Island 
chonii Kin*, but instead 
he had to settle for Mfcr 
Gods. 

Woottit0 On: A Ray 
Harry hausen puppet 
Cm* in A Pvi Brash Because: He’d fall 
through the floorboards 



what you end up with is MKj from a 
different viewpoint. Compared to a 
game like Tekken 2 , H’s a totally 
empty affair, as you pust don’t feel 
connected to what’s happening on the 
screen at all. Plus, it looks like corners 
have been cut in order to squeeze the 
game onto a cartridge, even the 
massive 96 megabit cart here. Hot 
every character has a level to call their 
own - although there are 12 fighters in 
total, including the two bosses, there 
are only e>ght arenas for them to fight 
in. If you're the kind of sad twat like 
me who sits and watches game attract 
modes, you’ll also find out that only 
half of the characters have In-game 
profiles. What, you think we don’t 
check this stuff out? 

Even if the N6 ai*s otherwise 
cool pac was better designed 
for beat-’em-ups (the L buttons 

Vallah 

Tt»* nearly nude nutHle 
Nordic knockout relit* 
on her. er. assets to beat 
enemies, end llltwy fait, 
a big pointy thing. 

Moot hid On: Live TV's 
Norwegian weather girl 
Cm* In A Pun 8kawl Because Would be 
groped to death by drunks 

Voodoo 

Note to all Caribbean 
villagers - don’t chuck 
the local evil witch 
doctor into a swamp full 
of Ore. Ybu’ll regret h. 

Modeuld On: That 
bloke from live And Irf Oit 
Cm* Ib A Put Brawl Because: Hc‘d get 
stuck with bar bill for 30 ‘zombies' 


CY-S calls am a m Naryai rp* Cm 
Otirioni to u*i tui ok *mu 

•USINISt PON NIM. 


are just too small and close together 
for fat Western fingers like mine), lAtor 
Gods still wouldn’t be much fun, and ll 
doesn’t make Mortal Kombat 4 sound 
promising either. If you Ye desperate 
for a beat’em-up for your HG4, and 
you can’t hold oul for however long it 
takes for Street Fighter ttt lo appear 
on the 64 DD, get Kilter instinct Gold 
rather than this. War Gods is just 
another American game that’s all 
graphics and no game play 
Wam Gods was sueniEO by the 
Vioeo Game Centre. Cau them A 
ON (01202) 527314 TO order. 



Yellow Up: High hkN * Vvtiow tiftu tow 
Celt • Vrtlnw L*H ■ BtoU « 

Yellow Down: j-0 



Alternatives 


KUftr tmttfKt Gold: Nintendo, fS4<99. 
Reviewed: lisui l, 75% 

Mortal Kombat trilogy: GT Interact.ve 
{import]. Reviewed: Issue 2,62% 


Rating 


Graphics | 

SSSiSi 


Audio 





Lasting Challenge 

444 
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nd opinion 


LOI IS PROBA1LY RUNG A BIT 
HARSH HI IMS CRKTKISM Of 

Wa* Gods - tfs ry no means the 

GREATEST **AT-‘fM-U* EYlR WRITTEN. 
RUT IT CAN PROVIDE SOME FUN FOR A 
WHILE. TH< MAIN PROBLEM 19 THAT THE 
GAME IS LIMITED RY RUNG RASED ON 
MO*TAi KOMAAT - THE FLASHY VISUALS 
OON’T OISGWSC Tk| FACT THAT IT FIE IS 
VERY DATED TO *LAV. AhDY MzDeRMO 



Summing up: 

Plays fust like Mortal komaat Twtioar 

WITH SOME 3 D TACKID OR. YAWN! 
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ist Games Available 

•tarfoi, War Qoda, Doom, 
Human Orand Prl*, 
J-L*agua, 

Dark Rl 


l lsrq *4 
PW1 T*. 


(IMS I7IH1 t Mil 444*41 fat. 01*4* ! ?Qt* UaH. 


US/JAP NINTENDO 64 & STAR FOX 
INCLUDES PSU + SC.4RT £239 

V64 Docfor Backup Unit £320 

V64 UfwwtvH fcvu i rrf#r Rjn US/MPon (IK Syimn. or UR Gan** ora US/JAP Wachtnd £34 
\64 Gatna Bfmt Pwrt Tvtvk. Wait Racr Mane 64. Human Grand Pru/ £ Call 

USf/AP N64 Sfart Ccin*f*Hw. If « fVturr toss iNcf f J* 

PiX Oeeodf C Hijt <lfti i»w pteii VSfJAP <m UK Sycinvity CIS 

fttdGpSm'kf £15 

Lott* PSX Gontfi fh?m Tor tost Act Comlw 7. $4Jtft f whur Colfortwn .Man*d Suptf 
Hew* City of th# Lest ChiMrrn. Bushido Rjysrern toftfhf Choltoifr rrc fCtffl 
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Plays UK, US :rd Jap Games } MM $4J#J «•“»' EjjJ 

u. 5 ,j Shadows ol he Empire RM 4inl Menori Potts £18 
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Sort lecd 
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VVVIVI T 
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: tl Screen, Fu* Speed 

Mi ft Sorrel 
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Lprice 
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HapWfcoC 

Tn A Ilf A V 

M Hieosoi 

j Hurler 

Pl Comcotit 


ILliuEMU 


Instant Clearance 


Oiljf import Nil's 
nn of full speed 
and no borders 


N64 Universal Adaptor (Plays UK.US, & JAP Games) 
Only £14.99 When Purchased Wrtti A Game 

PLAYSTATION CONVERSION 


HlaveyoorPSX converted to run UK, US ♦ JAP gones wilhouf need for® swop. 

J)n ly £29.99 pre-wired with full fitting instructions. (Fitting Service £10) 

•ft' PlayStation repairs undertaken toll for deicils 

me WILD IMPORTS, P.0. Box 3503, Milton Keynes, MK3 7ZS 

QpwBon Sat 9 30 7 pn Voftw Wkm I* Jtoportro! Arty 


INTERTAIN 

HARDWARE - PERIPHERALS 

»€ 

ACCESSORIES RdV^Jllan 


(I NINTENDO 64 All the latest Garries (£^j 

JSA Console & (Janie £ 2 ?? wtaltts 



I’owcrwhecl £70 Joy hub III 

Joy Pads £2V Memory £12 
Uames Trom £ 4 V raxtl - v 

Tel: 0181 6599149 Fax: 01814026560 , 

Email: intertable m.coinpullnk.co.uk 
www.on-linr.co.uk/lntertain/welcorneJiUn 
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PlayStation 1 Saturn § Nintendo 64 
Super Nintendo § Megadrive (9 Gameboy 
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Console Exchange, 25 Greig Street, 
Inverness, IV35PX 

Tel/Tex 01463 221173 
Business hours 10am-5pm 
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Ninfo | to 

The cat’s out of the mag! 


1 PwHbhgs 

Epoch 

Gome Type: 

Plat town 

Date' Out now (impofi) 

flewlofvr: 

Epoch Japan 

Origin: 

Japan 

Price: £6999 


DORAEMON 


WHLRt NINTENDO GO, OTMtlS 

— J rot low. That axiom has never 
been more accurate than in 
the case of Doroemon - If you had 
your controller snatched away in the 
middle of a game of Mono 64 and 
replaced by one connected to 


»« 


TmI LOCJt MONARCH IS TIAmi III 4 

■ukh or kl Looks iiri a io* ros a* 

AllMilC ruin AMO fOttt AIM, OtVIOvftlv. 


Memory MEMORY; 

tout SAVE SLOTS 

Options CoBTIIOUfB 

u. 


Doraemon, you could carry chi playing 
without pausing to blink! 

Doraemon is a Japanese kids’ 
manga character, a blue robot cat 
from the 22nd century who has come 
hack to the present to help out the 
local wimp in his dealings with 
bullies. In his debut N64 game, 
Doraemon and his mates enter a 
parallel universe to lend a hand In 
getting rid of some sort of evil dragon 
bloke who has taken over the world - 
the exact story is probably explained 
in the War And Ptace^ length lapanese 
text that pops up throughout the 
game, but since the onty person in the 
office who claims to know lapanese 
only has a vocabulary of Iwenty 
words, half of which are obscenities, 
we can only guess at his 
motivation. 


$64, ooo\* 
Question 


0 PlAYS |UST U*f MAHIO 64 

0 Only irs noi as good 
0 Miami fox younger children 





1m» IWMM 0* MWM 
tm flat TOMIdlT IfRANCM If a treasure 

CHEST COMIAAMIMC A VSKFUL irtm 


Doug alAnd 

The Blue Cat 

Afcrio 64 is very obviously an inspira¬ 
tion for Doraemon - the control 
method is identical, as Is the whole 
look and feel of the game. Brightly 
coloured cartoon characters hop 
1 about garish landscapes, jumping on 
enemies to release coins - er, sorry, 
bells - and taking out boss characters 


Taki OVl a tem, UD too CAM PKR. UP 
TNI MACK A, (IN riAUKRTS AUDIO TO 


Doraemon i 


in order to collect special gems and 
open up new areas. All the levels are 
accessed through a central area, which 
acts Like the castle in Mario, and also 
doubles as a save point. 

Not knowing Japanese isn’t much of 
a handicap, as Doraemon has very 



Super Doraemon Kart 


ONI LfVIl If PLAYER WU 1 IQb 
* HAFT Th« 6 IMT 1 fit 


li TIM MUCUS-FILLED PWCN OF TM* AllAAMI KANGAROO/l 
AMt OJtt. Mf VI AT IIMWflK. 


Out IIIARDE MART OF THE GAME IS THIS LOW-RENT RACING StCTIOM, WMIRC TOU RAC I 
All UHDERWATER If ACM flUGGT AGAINST A SMILING TORPEDO. VtyyIEIESSSIS 
Victory is rewarded with a pot of 'surmarmh*, which uri you enkr an 
UNDERWATER CHASM. 




























Doraemon 



fp * 

JFt 


Fat Lad 

EvUtt GANG WLi UNE, 

U54iAUV CAIUO CKUNK 

or Podge. The early 

ONSEI in PuflERTt MAS 
ClVtA THIS LAROQ A QE£e 
VOCE, MIMITH \H HIS CASE CAM Kill FNFWIFS, 


inferior to Mario 64 in every way 


09 3 


nd opinion 


If TOU IVIN THIN* once 
AiCMlT BUYING BOtiAl MiJN 


THIN THERE S GOT TO flt SOMUHING 
SERIOUSLY WRONG WITH YOU. iMfS GAME 
tNItS TO IMULATI MrAW Mt At OR LtSS 


FRAME FOR I RAVE 


AND FALLS 


L*UG*ABLV riAf f}H ir* ARSE ON AU 


COUNTS- IT WAS INEVITABLE THAT WED 
Stt CRAR URL THIS: I JUST Di&N't RANK 


14 


THE 

BOTTOM 

LINE 


linear gameplay. Completing the first 
level rewards you with an item that 
opens up the n**| level; there's no 
need lo worry about when to select a 
new item, as once collected, ll is used 
automatically when needed. 

Cat Litter 

One of the few original things about 
Oomemon is that you can control more 
than one c haracter, each of whom has 
slightly different abilities. For example, 
once certain power-ups are found (not 
a difficult iask) Doraemon can shoot 
enemies, while the fat kid gets a 
microphone that lets him karaoke 
things to death. This gives I he game a 
very small measure of strategy, but US 
usually pretty Obvious which character 
to use for what task. 


ftoraemo/i is obviously armed at 
young children - the level of skill 
required is a lot lower than Mario <£4, 
and the course through the game is 
signposted even more than Nintendo's 
platformer. Unlike Japan, where the 
earless moggy has quite a following, 
there's really no reason for any UK 
gamers to buy Domemon, as it is 
inferior to Mg no 64 in every way and 
the chances are you'll already own 
Mono anyway. Stick with the plumber, 
and put this cal out. 


Donum* was supplied hy the Video ^ 
Games Centre - (01202) 527534 mJt 


j*i 




IQlHiMll 


BOISE* 


« 


nUPI* 1 R«M MIIATMP. tvifior 
m mrvTMti i*v* irvlL 


(Ml TlIARtfRF (R»Vf - TWO OF TMIN 
MI IU 1 , mi l«lt All BIMUIKD 

MOisrm. Now, wkkm ones...? 


The Kids Are All 

?Hl MAIN (lN IACT, ABOUT ONLY) DlfffRfNCt 
W TWEEN OORAF ¥KVk AND MARiOh4 IS THAT 
YOU CAN lNOUS! PiMlW.Nl OMUOIB tON 
different TASKS. Tht CA*C IS |UST UKE fHt 
ONI YOU USED TD HANG AROUND WITH AS A 

uu (a»‘ahi mkmu The roikji). 


A 

Nr MSgS* 

v - 


UQRAEMO H 


The leoNYMoUS 


NU(l£Ae-rortt 91 D 


NLMfitl- LAI WITH ViV» 


deer pockets. He 


L ABRIFS All TH| ITf MS 


you touKi. and 


HQU1K15 A HAN Or G-iih T«AT SHOUTS 
F JfliftAllS (WICh), 


tBO 


Token Girl 


Need soMtont for 

YOUR lUJWPiNG AQOUT 
VtRYHI&H NEEDS? 

YOU WANT A GIRJ IN A 
PI A A |Wfc*\ JtWil, 


Cocky Kid 

This tHtKY urm soo 

SPORTS A* ENORMOUS 
luNATHAN King 
SLMCOB, AND ALW HAS 
A PAIR Of ROXlNG GLOVES 
tU, WHL, HIT SSUfF. 


A Uw 


H tallow Up. Zoom o*1 • fellow Right. Mow 
ctmti* • feCkm LfN. Mm tumtti 


fellow Own: loom * 


b#Ndi Not 
irteil 


Alternatives 


Super Mono NUHentfo, £*999 
Reviewed: Issue 1.94% 


Rating 


Graphics 

««« 


Audio 

«« 


Gameplay 

««« 


Lasting Challenge 

«« 


Overall 0/ 

m 


Summing up: 

A MARtO M CLONE IN ALL PUT 
PLAVAlltlfT. 


Right 

Speccy Kid 

Caiud Nlwi 

MYVtftWrw, WHICH 
MUST MME HIM THE 
BUFT Of MANY A fOKl. 

He's Dorae mow’s 
OWNER. AND WIELDS A MEAN Pf ASH00TM. 
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GLORY 

STAND 

“I’m Tiger Woods!” “No, I’m 
Tiger Woods!” “I’m Spartacus!” 


Ninfo 

i oo©© 

QGU 

1 Publisher, Seta Game Type; Sports Release Date: Out now (import) 

I Pwriorvr: Seta Origin: japan Price: Ety-99 


© thanks to thi R!«nt antics 

of Tiger Woods, golf seems to 
be turning into an almost cool 
sport, which is surprising when you 
consider that most people who play St 
are either lardy businessmen with no 
fashion sense or their gimlet-eyed 
wives fantasising about the club 
professional In Japan, however, being 
a member of a golf club Is a massive 
status symbol because of the 
enormous cost, and for those who 
aren't rich enough to join or lucky 
enough to be invited to lose humitiat* 



TMtI ICtUI AiiOWl VM TO tHooil 
cun*, mui u*i ud mi 
imi or uui. 



Ingly to the boss, there's always the 
trusty games console. 

The Glory Of Si Andrews gives N64 
owners the chance to tramp around the 
wor ld's most famous golf cou rse, the 
windswept Scottish links beloved of 
Brucie and Tardy and their Ilk. All iB 
holes are reproduced in the game, from 
the Ihrillicrgfy named Short Hole to the 
bizarre Ginger Beer, Sadly, the 19th 
hole Is conspicuous by its absence. 

Horrible Sweaters 

The Glory Of 5 f Andrews makes inter¬ 
esting use of the 1%4's analogue 
stick, the strength of each swing 
being determined by how far back the 
stick Is pulled before being released. 
A tiny movement lets you tap in those 


threHnch putts {annoyingly, the 
game won’t let you just kick the ball 
in from that distance) while pulling all 
the way back means you hoof the ball 
toward the horizon. 

like most golf games, there is still 
an element of timing required - Sr 
Andrews’ irritating method is a pubati 
ing circle. Release the stick when it is 
at its smallest and the ball hies as 
straight as a bullet, but mistime It by a 
fraction or a second and the fat red 
blob that results means your ball will 
most likely slice off into the rough, 
never to be seen again. This would be 
just about acceptable, except that 
there is sometimes a slight delay after 
you release the stick, completely 
wrecking the shot. When this happens 




two feet from the hole, fantasies of the 
programmers falling victim to Odd job's 
ball-c rushing routine from Gold/mper 
start to flash through your mind. 


No guts, an 



Memory 
Options 


XNOFUYII 

MUKI 

Comaomt Pa* 
N A 






































The Glory Of St Andrews 





Men At CSA 

GOLF IS 7 Hi WORST SPORTING 
k OFFFNDCR FOR 5ABT0RMA TRAVESTI ES. 

I Cali ihi Fashion Pouci! a 


r\d opinion 


9 

The innovative analogue 
CONTBOL STSUM Ifi A BRAVE 
ATTEMPT TO BRING A REALISTIC SiNSE Of 
TOUCH AND ft EL tO TOUR SHOTS. 
UHFOR JuNATf LY, THE LACK Of PREtlSIdN 

I MAKE I If ALL A Bit TOO FIDDLY AND 

ultimately arnoyinGl Add to that 

IMPRECISE PUTTING AND SOME VERT 



TOU CAR I1HUHTI THI UWIQINI W 
rut Gfount? 10 lUbGl THI Lit, HJf ft 
ALSO TU MS SMALL C0TTA4II INTO THE 
Cami Sthii ftui idiug. 


efinitely no glory 


Club Bores 

$f Andrews h a pretty sad attempt al 
a goirgame. The control method Is 
badly Flawed, the 
game looks like a 
Super NE$ leftover 
{the trees resemble 



DODGY GRAPHICS AND THIS TURNS OUT 
BE A Bit 0# A IOGEtI PtflL KlNG 


bits of dded~out bath sponge more 
than anything) and the twelve golfers 
you can choose From all seem to be 
lacking in the joint department. On 
lop of all that, the masses of Japanese 
le*l make most of the game options 
indecipherable ar-d to cap it all, tire 
ball isn't even round! No guts, and 
definitely no glory. 

The Glory Of St Andrews was 
suppl led by the Video Games 
Centre-{01202) 537314. 



HavIMC TNI FINAL MOU IWMT HIT TO 
m CLURMUiC WAS AH IAEA W TNI 
LOCAL RlAJil A 
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A: $*Wct 
optkm 


twkrti Up: 0W|» vnw • WHon ft |W 
CKjr^e view > ft <m Led: LFu^gevcw 
Vrtow Dow* : Uunie vie* 


Not 

jMfd 


T 


Alternatives 


None yet, bul w»1e!i twrl f :n ActuaGolf 
|liHetp4ay} or Nintendo^ own golf game. 


Rating 


Graphics 


Audio 

e 


Gameplay 


Lasting Challenge 


«« 



Summing up: 

The word miciocre was mam tort 

THIS FEEBLE EFFORT! 
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UK Update 
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Publisher: 

Pevebper 


Nintendo Gtfme Type: Racer Rele^tse D^te: 

Nintpndo first Reviewed; blue l Japanl Price; 


Out Now 

£59-99 
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It’s back! One of 
the most playable 
games ever gets a 
64-bit makeover- 
but is the magic 
still there? 




Wow. TRIFFT, MAH' FLUhfrOW ROAD ft fVt■ Mali in 
1 vt ■, iur 1 it frirn 11 D«rr tm r ha, i i m«i 


Memory Options 

MEMORY: 

Saves cue records hus im lap 

THU, 



PAL 1 
Performance 

Haw DOES THE UK VERSION 



CONTROLLER PAKI 

Saves *est time hr 

TRACK, SO PLATERS 
CAN RACE AAAINlf 
THEMSELVES IN 
lOHOSr MODI'. 


I 


COMMIE IH TERMS Of SHED 10 TMI 
IMPORT CARE? 

Borders Yes, moderate, 

Speed: Slower tran NTSC, 

THOUGH HOT ENOUGH 10 
ATfia SAMieiAy. 


Mario Kart 64 polarised 

opinion in our office. 

Everyone here was a huge fan 
of the ohgmal Super NES game, which 
for all ihe limitations of the hardware 
was still one oh he best multi-player 


games ever (along with Bomberman.^ 
will it survive the conversion to 3-D?}, 
So, while some thought that the 64- 
bit upgrade was a natural expansion 
of the old classic, others fell that all 
the fancy bells, whistles and lecture- 




PlATlM PVRTHIR DOTH THE FIELD ARI 
CRMMMAtlO IT OtTTlM At TIE ■ mt« 
VF». VtfCH At THI LlMTHIffi lOLTl 


t • 

A 

** “W 

•C», 

w> * 

1 A * 

1 i 

% 


Thi cami 11 FVLiOKim urui 

•00**11-, till fHI* llifI A&AY HMVIN 
WHW ■ tAtpt ivoui OA rn HUT- 



Mario Kart 64 should hav< 



























nd opinion 


Wmiu mar'd jcant 6* isn't 

W Pf B ff I T AS THC omr.l MAI 


- IT* COMPROMISED fOR COMrPf TITiyf 
GAMES BITWIIM UP TO 'CAM* RlAYf R* 0# 
Mm AWLITY - (.omBAMVt GAMtPLAV, 
WONDIRfUL CHARACTERS AND FUN 
I ENVIRONMCNTI MASf FOP TOTAL 
ENflRTAlMMlNT. VCU'LL At WAT’S COMF 
■ALA lO It WITH A MUlMD, ir HOI AS 
MUCH IN SOtO MOM, STUIA* WlNNI 


een just a little bit better 


Mario Kart 64 


lit Battle Mode, dear platers arc 
iiwmuu» m •(>«», m Mr ru 
PASSU other tun*ns ino* si m*o 
m hwi 


mapped doodads were nothing more 
than flashy King on (he same cake. 

In race mode, the N&Vs abilities do 
help add something - rather than the 
flat, tight courses on the Super NE 5 , 
the new tracks are larger and more 
varied, with hills, dips, bumps and 
cambers, as well as a wider variety of 
obstacles. Speeding trains and paddle 
steamers, anyone? 

A slight disappointment in t he race 
mode is Ihe near lack of any new 
power-ups, With the exception of the 
blue shell, which relentlessly homes 
in on the face leader and even jumps 
obstacles In its quest to wipe out the 
current Michael Schumacher, the only 
additions are simply multiple versions 
of the existing power-ups. Although 
nuking the leaders with a rapid-fire 
trio of red shells is fun, it's a shame a 
inle more imagination wasn't used 
here. Still, at least they didn't ruin It 
tike Sorttderfttflfl 2 on the Super NES! 

The four-player race mode, the 
screen being divided into quarters, is 
also great Fun if you tan drag thiee 


joypad-equipped mates around to 
your home. Ideally, you'll also need 
one of those humungous 35" TVs 
beloved of managing directors to play 
it on - a squitly little uT Matsui 
portable just won't cut It. Tell 1 hem to 
bring some booze as well - this is one 
occasion where you can get away with 
drinking and driving! 

The main let-down of Mar\o Kart 64 
is the battle mode, one of the most 
entertaining parts of the original. The 
new battle arenas are just too big and 
complex for what should be a fast- 
paced duel to the death - it can take 
much too long to find your enemies. 
The third battle arena, a large multi¬ 
level maze, is especially bad; you can 
spend houis driving around without a 
sign of anyone, and when you finally 
do spot somebody they're invariably 
on a different level and out of reach of 
your weapons. Mot clever. 

In addition, Nintendo have shown 
how little they are interested in the UK 


64 
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UK 

UPDATE 


TimeTrials 

This, is A PURE ffST or skill, with mo 
OTHER DRIVERS - TM* OBJECTIVE IS TO OCT 
THE BEST POSSIBLE TIME N YOU MAVt A 
CONTROLLER P*A, TOUR FASTEST iOJTE IS 
SAVES SO VOU CM LAIIR RACE AfrA'NST A 
SiHOSt'Or TOURSELl! 


Battle Mode 

A DISAPPOINT VIEW WHEN COMPARED TO THt 

instant addiction or the Super WES 

VERSION, THIS STILL LETS YOU C/KKlI WITH 
GUI AS VOU WrPf OUT A TRIO OF f RUUDS 


Alternatives 


A La Mode 


Mario Kart 64 offers no fewertmam four modes im 
WHICH KAllAMOUCf CAM EXERCISE THEIR AOOICTIOM 


Grand Prix 

Like the original Super NES oame, this is 

FOR ONI 0* TWO PLATERS. AGAINST a FUtL 
F.ILOOF COMPf mORS. A TOTAL Of 16 TRACKS 
CAN R[ PtAVCDWITH THREE DIFFERENT ENGINE 
H IES {SQCC, 100CC AMD 1S0CC). 


Versus Mode 

T«f N6A’S ABILETV TO MANDlf MUITI**lf 


WINDOWS ON SCREEN RAYS OFF HERE - UP TO 
raw PCKYfRS CAN COMPETE AGAINST EACH 
OF HER IN A NO-MOLDS-BARRED CONTEST WITH 
NO COMPUTER PLAYERS TO GET N THE WAT. 


il ClJrtfp 
mus«c veA 


fli Iujrr 1 R 
S*4t 


Tplltwup **f#r t 'TRf Unwn PeispfrtlW 

Trllem ft fhl. Spertomriff-Map 
CiiT pekar (msIkm dApljys 


D-e»d Wot 
used 


t eswpf Ur 
ttlfoiEor 


market by not really making any effort 
to optimise the game for RAL 
televisions, instead just carrying out 
the same kind of straight conversion 
they did fen Super Mono 64, As a 
result, the game has fairly chunky 
borders at the top and bottom of the 
screen, and a noticeable speed drop 
over the NTSC version. 

These niggles aside. Mono ftrt 64 
is si ill a great game, but the 64-bit 
upgrade is, like Sto/fb* 64. 
remarkably conservative considering 
what could have been done. It 
should have been just that little /{it 
bit better. W 


Utovp Rtitt: Nintendo fS4 09 
Reviewed: Issue 1.94% 
Human GP: Human (import) 
Reviewed Issue 7. 7tT*t 
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Football’s not just 
coming home - it’s 
here, and it’s staying! 


soc 


Will's so GtlAT ABOUT 

international Superstar 
Soccer 64 ? The simple answer 
is that it is the best football sim on any 
machine ever, delivering a hammer* 


Wow to the likes ol the abysmal FIFA 
64 and even tearing long term 
devotees of Sens ibte Soccer an the PC 
away from their monitors. It eschews 
graphical frippery like FIFA's multiple 



Memory Options 


Memory: 

Save ongoing league amp tqunname nt 

STATUS, HUS CUSTOM PL AYERS AH D 
FONMAEIONS 

Co H TROIlIR Pan: 
Hfk 


(and often unplayable) camera angles 
in favour of the traditional Match Of 
The Day viewpoint high above the 
centre line, concentrating instead on 
perfectly-tuned gameplay and precise 
control over the players. The game's 
appeal can be summed up by the fad 
that come lunchtime, 64 Ma&aziw's 
J apanese N64 is ruthlessly comman¬ 
deered by the staff of PlayStation tips 
mag /towerSforfon so that they can 
play f League forfeit Striker , ISS 64 '$ 
Japanese counterpart - despite them 
having a PlayStation version of the 
game of their own! 



5«Lf EXMARATMY, 
MWUHfT IMgami V 
mi feuuTinii tun, 1 
IUH DC MAN. 



Baddiel & Skinner 

Konaml have done a superb job with 
the conversion of 1 -League for 
Western audiences. While the 
Japanese game featured teams from 
Its home country's Lineker-friendly 


league, over here we get international 
squads competing at a world level 
The players are alt fictional, but a few 
minutes getting busy with the options 
to rename the players and you can 
have the real squads programmed in 
ready for ad ion whenever you like, 


PW 0*E in TM »l r M ( Tout HajM i 

itiru, u m»i in ib|i unu, Must 

OF THAT OiD-FASHlfrHI D RC14RTT MEALl 


Where ISS 64 scores over all its rivals 












International Superstar Soccer 64 



RSTAR 



PAL 1 
Performance 


Thmgs like the pitch-side advert 
hoardings have been Anglicised as 
welL so instead of mysterious 
Japanese products you now get 
equally mysterious Western products. 
Konami still get a lot of space, 
though. Wonder why? 

The commentator too has been 
altered to reflect the change in venue, 
so instead of an excitable Japanese 
lunatic shrieking away like 
somebody’s dropped a ferret into his 
y-fronts, there is a slightly more 
restrained chap offering pass-by-pass 
coverage of the action. He’s not Jimmy 
Mill* but that’s probably a good thing! 

Where ISS 64 scores over all Its 
rivals is the superbly responsive 
control method, which is both simple 
and extremely versatile. All six thumb 
buttons are used, but it only takes a 
few minutes to become completely au 



Tmi Kill h turn mu to t mi 

iftlu LIVtLi Of LACK rUM T'MI TO CH 
MR 9 VR MCI POM TMI 1900 Wdil» 
Cup amo Cilia H Uttis! 


the time. Where It really comes Into its 
own is as a multi-player event - up to 
four people can take part, and once 
everyone gets into It, an atmosphere Is 
generated that even beats the four 
player versions of Mario Kart and 
Starfox for sheer competitive spirit! 


l 


HOW DOES TMI UK VTRS'ON 
COMPARE IN TlftMS Of SPUD TO 
TMI IMPORT CART? 

Boh OLtS: Tiny 

Spur; As fast as /Lttaut. if 

ROT FASTER* 


Start playing /55 64 with a group of 
mates while waiting for an interna¬ 
tional match on Sky Sports, and you’ll 
probably miss the real garnet kick-offl 
If you have any interest at ail in 
football and you own an N64, you 
really must have this game. If you 
made the mistake of buying FIFA 64 , 
weep for a bit, then flog it off to your 
local second hand games store and 
put the money towards ISS 64 
instead. International Superior 
Soccer 64 is the best football game 
ever, and that's all thait needs to A 
bp sa ri' \gflr 


he superbly responsive control method 


fait with their functions - after that, 
you'll soon get the hang of the many, 
many tricks you can use to put the 
ball in the back of the old onion bag. 

World In Motion 

JS 5 64 is good fun to play against the 
computer, although eventually you’ll 
rumble its strategies and be able to 
beat it most - but by no means all - of 
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I ANALOGUE CONTROL SYSTEM. ThI ONLY 
PAULT If A LACK Of REAL PLAYERS AND 
TEAMS, AND A VAST NUMBER Of 'OtAD 
CIRT* COALS. lT*S STILL TMf REST FOOTV 
GAME EVER TMOUCN? DAMIAN 6 uTT ^ 
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KILLER 

INSTINCT GO 


Have Nintendo missed a 
golden opportunity with their 
first 15 certificate game? 
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Publisher: 

Nintendo 

Gurnt Type 

Beai'ero-up 

IkrtetM Vale: 

Mv* 

Developer: 

Rare 

First Reviewed: 

Issue 1, USA 

Price: 

fSV99 



MODEL 


GAUEOM 


WASTES 


OOUBlE 


CARTOON 


Att«MKT1«f All AACKAt* I’Ll iN4, 
TIC lALMblOUND MM Ml CHIT A A* 
■OIJITtf to 10*10* THIM. 


Basic Instincts 

50, WHO All TMKfl PfOPVl? Mill's 64 
Mai*AIIHI'S AT-A-GLA*C( GUIDE TO Tit 
lEHDIlf D RUMRURV 


I* * M 

y 

air/* A*. 


Fulgore 

Occupation: 

Cyborg 
Stage: Mad 

scientist’s lab 


“ Interesting Fact: 

Bloody huge arm spikes probably 

EXPLAIN 11$ LACK OF GENITALIA 


Glacius 

Occupation: Cool 

DUDE 

Stage: Arctic 


w 4 * =•• Interesting Fact: 

Acted as stunt double for 
snowman in Raymond Briggs 


)ago 

Occupation: Ninja f . 

Stage: Rope bridge 

OVER CANYON f 

Interesting Fact: f . 

Eschews ^ # •«] 

traditional black ninja gear for 
STEALTH-FREE DAY-GLO OUTFITS 


Tmi TiumM Moot it 
IBIUIIT HU 
MACrtSlWb 1HOSI HURT 


Considering the amazing 

power of those link silicon 
squares crammed into the 
N64, it's pretty surprising - even 
depressing - that Nintendo's machine 
has yet lo produce even one world 
class beat-'em up. On 
import, War Gods 
(reviewed this issue) is 
as lacklustre as a pearl 
dipped in battery add, 
and Mortal Kombat Trilogy 
is so far past its sell by date 
even the old folk rummag- 


Kim Wu 

Occupation: 

'Guardian of her 

PEOPLE' 

Stage: Chinese 


Interesting Fact: 
Not inspired by 
Strut FtGHTf* fft, 

Maya 

Occupation: 
Amazonian queen 
Stage: Mayan 


Interesting fact* * 

Took a chan if j- <$ after 
CANCELLATION Of *w.l: 1999 


hUN-IL FONEST 


Anolifrc 

INSTRUCTOR %• 

ST*« ; «PC*. 

PARK ROOF ^ 1 1 

Interesting Fac’ So we l 

RC NDCRED YOU CAS SEE SW: MUST USE 
Immac all OVER y 


Sabrewulf 

Occupation: 

Lycanthrope 

Stage: Castle * - / 

Interesting Fact: £ ^ 

Named after ZX W^- 

Spectrum game ■* ‘ 

FROM COMPANY THAT BECAME RARE 


Killer Instinct Gold, the N6Vs first 
official PAL bedt->nwip, is the best of 
a pretty limited selection so far. It's 
an odd combination of a ? D [Mortal 
Kombat. Street Fighter) and a j-D 
(fekken. virtue Fighter ) fighter, in that 
the backgrounds are all created from 
nicely-detailed polygons, allowing the 


Memory Options 

Mihht: 

Savis si miss aid mi-scores 
Con f ROLLER Pa A: 

Saves tournament 

RECORDS AMO MORI 
_ SCORES. 


Plays like a 

Spinal 

Occupation: 

Slimming advert 


Stage: Pirate 


Interesting Fact: Dead 


Tj Combo 

Occupation: Mike 
Tyson’s stunt 


e v \ 


STAGE: BACK ALLEY >T 

Inti resting Fact: 

Short in the ocular department to 
THE TUNE OF ONE 


Tusk 


Occupation: New 
Age waster 
Stage: Stonehenge 
Interesting Fact: 
Named after 


Fleetwood Mac song 









fctmcuiAaur vioiiBt tom*a% ami 
UMMMI vmt A INMUUIt HMUV 

Evm mtoi than a fttvcit rorii*! 


camera to move to various positions 
in each arena, but the combatants 
I hem salves are flat sprites overlaid 
onto the scene. Actually, ‘flat* Is a bit 
unfair - each of the ten standard 
fighters (plus the now traditional 
hidden bod) was animated in high 
resolution on a computer, giving them 
so much detail that they ironically 
look more realistic than the digitised 
actors in Mortal KombaV: 


Busty Battlers 

KI Gold is an upgrade of the Kilter 
instinct arcade machine, dumping a 
few of the duller characters in favour 
of even more guys with bkeps b-gger 
than their heads and girls with 
breasts bigger than the guys’ 
biceps, and giving everything an 
impressive graphical overhaul. 

Useful additions are things like the 
training modes, where you can 
practice those tricky special moves 
to your heart s content wlthoul 
worrying that some spotty 13 year 
old is going to put 2op in the slot 
and thrash you mercilessly. 

Killer Instinct's main gameplay 
feature was that it took the trend for 
'combos* - stringing moves together 
for maximum damage * to ludicrous 
new extremes, experienced players 
practically being able to juggle 
opponents around the arena before 
they could get in a punch. This, 
along with the insane pace of the 
game, means it plays like a Jackie 


ie Chan movie on speed! 



Killer Instinct Gold 



compari m runs or speed to 

INI IMPORT CJUtt? 

Borders: Small 

SptKO: Only sugwtit down qr 

NTSC - iVT TNf GAME'S 
SO FAST YOU won't 

NOTICI ANYWAY 1 




VMb» Up. Fierce to** 11 ’ WllowRrght; 
F*nt»Kkh ' TYhlcw bowl Vtwdiurr feck 
VHkm LfTt: Medium Ptotith 


l] 0-eid: Not 
| wd 


2 61 'ff up 


Alternatives 


Chan movie on speed, and that side 
of things is perfectly reproduced on 
the N64 with Ki Gold. Unlike the 
sluggish War Gods, there's never a 
feeling that you’re waiting for your 
character to grind his or her way 
through some laborious animation - 
every punch is thrown right when 
you demand it 

The problems with Ki Gold stem 
not from the N64 game itself, but the 
limitations of the original. It doesn't 
have the bone-crunching feel of 
impact in something tike the S/neef 
Fighter series, still the benchmark 
for 2*0 beat-’emups, and the high 
quality of the 3-O backgrounds only 
makes you miss the freedom of 
movement available »n I he Virtue 
fighters/Tekkcns/Toshindens of this 
world all the more. KI Gold is. in 
essence, a very accurate conversion 
of a not-bad arcade game. While it 
may fall short of what's available on 
other consoles, it is still the best 
fighter on the N64, and likely 
to remain so for quite a while. h3f 


nd opinion 

lr YOU WANT LUOICROUSLV 
FAST FIGHTING ACTION. 

tfnu* insnwd Gou> should keep vou 

marry rot NOW, Twr ONLY qilFSTION is 
WHCTMEB YOU\l HAVE THE PATIENCE TO 

I WOtK YOUR WAV UP TO THOSf T7-HIT 

cqmros. Unless Oa*k Bin turns 

OUT TO M AWESOME. KI GOiO Will 
PtOOABLY at THE tcsi N64 FIGHTER 
FOR A WMll f, THOUGH IQ l CftOPFR 


Mortal Korn be/ Trilogy, GT Interactive 
Reviewed: Issue 2. 

War Gods-. Midway (import) 

Reviewed: issue 3. *9% 
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Lasting Challenge 
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Summing up: 

If you want an N64 •(at-'em-up, this 
1$ THE ORLY OKI YOU SHOULD CONSIDER - 

rot row. 
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Pubhsher; GT Interactive Game Tw. Beat 'envtip Kefeose Dote: Out How 

DvYtbpvr; Midway First Rwcml; Issue? 2 (USA) Price; £59.99 


HOW DOE 5 TNI UK VERSION 
COMPARE IN TIMMS Of RPtED TO THE 
IMPORT CART? 

BORDERS: MODERATE 
Speed: Slight drop over 

NTSC version, rut 


M ORTAL KO 


Khamilcoh is one or mi hidden 
cmauctih, ut m a tom cm m rit 
ADOPTS mi FORM Of OfMf i 

iwnw. 


games within it are well out of date. 
MK? - the best of the series lo play - 
was great in its time, but was always 
second best to the Sfreef Fighter 
games, and things have moved on a 
long way since then. 

Ketchup 

The few points in MK Trilogy s favour 
are that it accurately reproduces the 
original arcade games, and that it has 
more characters to get to grips with 
than anybody could reasonably 
demand. Mind you, the original Mortal 
Kombat arcade game was a duffer, 
and who can be bothered to learn 
every single move for every single 
character m a fighting game? Most of 
them fight in the same way. and be 
honest, people only ever use the Ryu- 
style karate expert, the cool dude and 
the fast‘moving babe with the 
impressive measurements. (Well, 
they're the ones I always use, 
anyway.) Nobody ever plays as the fat 
bloke, MK Trilogy suffers particularly 
badly from this cloned character 


Death By Stereo (Almost) 

The Mortal Kombat games made thcir reputation on the ‘fatalities', gory deaths 

fON THE LOSER OF EACH BOUT. MOBTAl KOMBAT TaHOCtY Off IBS VARIOUS TYPES. 


Any TIME ANEW GAME 5 

machine appears on the 
market, you can pretty much 
guarantee that a version of a Mortal 
Kombat game for it will he following 
along soon afterwards, The game that 
upset parents, outraged politicians 
and amused anyone who gets 3 laugh 
out of gruesomely inventive deaths for 
bad guys in films obviously has more 
legs than the population of China 


Memory 

Options t rL, PMl; 

None 


doing the conga. The problem is, 
those legs are also starting get a bit 
arthritic and varicose veiny with age. 
Is such a creaking, dated old game 
really what N64 players want from 
their sleek new console? 


Whin mi MiCttHE' »M If rvur 
(MAKER, YOU RET TMf YlN PINTS & 
lUMMit'trrid 


No. No, no, no, no, no, no, no and 
no again for luck. Despite combining 
all three previous Mortal Kombat 
games together in one bloody 
package. Mortal Kombat Trilogy is a 
dead loss because to be honest, the 


fRiUMTAS WfU 


Fatality 


Tour mask ocmise. Each character has at 


at n 


Brutality 


for the riauy aggressive, mash 

YOU* ENEMY INTO A 1LCODV PUtPl 
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Pit Fatality 

Certain levels lit you knock opponents 
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Friendship 

If YOu'vL S€CN ENOUGH RLOUD, Plil 
ON A IOUY UTTlI S*OW tNSTf AD 


Animality 

Turn yovrse** into a raging beast and rip 
the loser to pieces! 


Babality 

Reduce your adversary to a wet-nappho 

INFANT. 
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Mortal Kombat Trilogy 


Three times the blood, 
three times the boredom! 


MBAT 

TR1 LOGY 



syndrom* because several of the 
original fighters were just the same 
guys with different coloured tunics - 
step forward Scorpion, Sub-Zero, 
Reptile, Smoke, Nooh Saibot, Rain.., 
Because of the nature of the 
conversion, the whole look of MK 
Trilogy is very i6-blt - It's not really 
any better to Lode at than, say, the 
Super NES version of MKi, and is if 
anything slightly less crisp than its 
PlayStation equivalent. 



UT MOST OP Tttftt Ptftftl THI UUII WH 


Splatter 

The way the game plays hasn't 
changed either; the same annoying 
lap different directions on the joypad' 
routine is stilt used to activate special 
attacks, tong after every other game 
realised that rolls and sweeps over 
the pad are both easier and less 
frustrating. Midway (creators of 


Mortai Kombat) obviously haven't 
learned their lesson as they still use 
the same technique in War Gods , 
reviewed this issue. Since War Gods 
was intended as a dry run for the kind 
of gameplay expected in Mortal 
Kombat 4, they obviously intend to 
squeeze every last drop of blood from 
the ITe-support bound MK name. 
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Aforfoi Kombat Trilogy is genuinely 
unworthy of the N64, as it is just 
incredibly dated and lacking in the 
kind of gloss and attention to detail 
that modern gamers have come to 
expect. It's shove I ware, plain and 
simple; a ’name' title released just to 
make up the numbers and hopefully 
bring In a few bucks from the die-hard 
fans before anybody notices how 
lacklustre it fs. Nintendo’s own Kilter 
Instinct Gold is a far better example of 
the 7-0 beat-’em-up. as ft at least 
makes some use of the hardware and 
actually looks like It might come from 
a 64-bit machine. This dead horse 
hasn’t lust been flogged, it’s been 
ground into dogfood and had its A 
bones boiled up as glue. Yeuchl ™ 
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Yes, it’s true - MOtTXl 
flBHP KOMMr, A GAME ONCE 
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fAIBtV AVERAGE MODERN BE AT*f M'UP 
UCE to Coeo, THIS is SO SiMfUSTK IT 
ALMOST HURTS. HOtO ONTO TOUR CASH 
- BETTER GAMES W<U BE MONO SOOW. 
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N64 scene! 
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CENTRAL 


Weil, you Vi found 64 Magazine's Cheat Central We were going to rename 

THIS NIT 64 PlAY (OHMO!), RUT SOME SOD ON ANOTNIR MAGAZINE BEAT US TO IT, SO 

Cheat Central it remains! 

Whatever the name, in here you'll fino ioth the latest cheats and 

CODES. AND ALSO THE MOST COMPUTE SOLUTIONS TO THE BIGGEST GAMES 
l you'll SEE ANYWHERE. 1 V ■ 


50 Shadows Of The Empire 

The second part of our fuM solution to LucasArts’ |edi 
jamboree wiI’i show you 1 he locations of all those 
tricky Challenge Points, as well as giving you all the 
information you need to really ruin DarthS day! 


56 Blast Corps 

Cause ultra targe scale destruction, and get praised for 
doing it! There's a nuclear warhead on the loose, and it's 
up to you to make sure it doesn't hit anything and explode, 
Keep CND happy with the help of our full solution! 


66 Super Mario 64 

l And still those levels come! In the penultimate part oF 
I our complete guide to Nintendo's platform 
paradigm, we show you how to collect all those vita I | 
stars from Courses 7 to 11. Final part next month! ' 


CHEAT 


Aflalo*u« Pad 


s 

I 


z 



Doom 64 (US) 

Ultimate Cheat Code 

7 TJL BDFW BfGV ]W8 
Enter this code and start the 
game, then pause to see a 
* Features' option. From here you 
can access all levels, view all 
maps, obtain all weapons and 
ammo, give yourself maximum 
health and even make yourself 
invincible! 


Fox FASTER RELIEF Of YOUR GAMING PAINS, TAKE THESE TWO RAGES AND TRY 
AGAIN. WE AIM TO INCLUDE AS MANY CHEATS AND CODES AS WE CAN f I NO FOR 
EVERY GAME, SO THAT UNPLEASANT GRITTY FELLING BEHINO YOUR EYES 
I SHOULD SOON FADE AWAY AND BE REPLACED BY A STATE OF EUPHORIA. NO, NO 
NEED TO THANK US - ifS ALL PART OF THE SERVICE? 


War Gods (US) 

Access Cheat Menu 

Want a whole host of extra options on 
Midway's new beat 'em-up* When 
you're on the initial IMr; Gods title 
screen, before the game options 


appear, just press DPad right 
three times, B, B. A, A. If 
you've got it right, a voice will 
boom out to inform you of 
your success. 


Easy Fatalities 

Once the cheat mode is active, to 
make killing a whole lot easier press 
A, B and the Top and Right C buttons 
simultaneously after defeating your 
adversary. 


Play As Exor 

On the character selection screen, 
push L. 0 , D,R, L, U, L, U, R, D on 
either the Dpad or the analogue stick, 
then select any character. You will 
play the round as Exor. 


Play As Grox 

On the character selection screen, 
push D, R, L. L U, 0 . R, U. 1 . L on 
either the D pad or the analogue stick, 
then select any character. You will 
play the round as Giox. 
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Cheat Central 




The "full cheats list* last issue wasn't 
quite as full as it could have been! 


Snow Enemies 

NSTHMNDNT 


the opportunity to battle our poorly 
spelt chum. 


Cruis’n USA (US) 

Secret veh Kits 

If you're fed up with this game 
(and who could blame you?), 
holding down the Top, Left and 
Bottom C (yellow) buttons on the 
coni roller while you are on the 
vehicle select screen will allow 
you to access the police cor. jeep 
and school bus. It'S not much, but 
It might let you ette a little more 
value from this hideous game. 




r«rir our a icw iirvir wvn, ui voiying wiiimi yuu ton uy mr uwp, rnnniri 

degrees of usefulness, that didn't are shown by red arrows, 

make it into issue 2. Input them on 
the 'Enter Cheats’ screen and see Purty Colours 
what you get... LLTHCUtSFTHRNB 


Quack Modi 

CUXHTNMTN 

A piss-take of Qtwlre with bad 
animation and grotty 
textures. 


Purty Colours 

llthcirsfthrnb 

Changes the colour palette to that of 
a bad acid trip. 




* V 4 V#* * * ) 

> V > 


AlSO*tlOOOY'LUTELV EVERYTHING 

hTHGTHDGOCRTDTRK 
Weapons, invincibility, level warps, 
infinite ammo, big heads, the loll 

i 

View Ending 

Enter the above code, turn on the 
Invincibility option (always handy) 
and warp to the Campaigner, Sort 
him out and the ending is yours for 
the watching, for as long as it lasts 
(not long). 


Mortal Kombat 

Trilogy Toasty Topper 


Want to light against the elusive 
Kharoeleon? ho problem, non! On 
the Star Bridge stage, when ihe 
annoying gonk appears in the 
bottom corner of the screen and 
squeals "Toasty!", just press Down 
and Start before he vanishes from 
whenre he came. You'll then have 


Bust Corps (US) 

Deadly Doors! 

Can’t be bothered to mess about with 
all that tedious precision destruction? 
This cheat will help you out no end, 
lust drive your vehicle right alongside 
a building and use the I button. 
Normally this would make your driver 
get out, but if the door is blocked he'll 
just shout at you. Keep holding the Z 
button, and a few moments later the 
obstruction will magically explode! 


Killer Instinct Gold 

Play On Sky Level 

If you want to do a Do uglas Bader (reach for the 
sky, that K not wander around on tin legs), go to 
the character select screen in two player mode - 
you must have two joypads connected. Push down 
on the analogue stick and press Yellow Down 
simultaneously on both ioypads. This will let you 
play on a level high above the clouds. 
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Playing Guide 
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SHADOWS 


Last month, we took you through the 
Wars licence, including the mammoth 
month, we reveal the locations of the 

Mos Eisley & Beggar's Canyon 


® (J2 Challenge Points) 

Dash's rescue attempt of Han 
Solo has failed, with Fett 
escaping into the underbelly of the 
Imperial base. Princess Leia has sent 
him an urgent message to protect 
Luke Skywalker from an assassination 
attempt ordered by the underworld 
lord, jabba The Hutt, whose spies 
have identified Skywalker hiding out 
at Ben Kenobi's home. Arriving on 
Tatooine, Dash Identifies a gang of 
swoop bike-riding mercenaries 
heading out oF Mos Eisley, and gives 
chase on his own speeder... 

All hough this section of the game is 
relatively disappointing, itS still tricky, 
especially as itt so difficult to weave 
your way through the narrow streets of 
Tatooine. 

It’s important to remember that 
your swoop bike is significantly faster 
and stronger than the gang members’ 
bikes, and it's not necessary to use the 



lop speed available except for jumps 
when collecting the challenge points. 
Choose the first person view, use the 
airfoils to steer accurately, and pace 
yourself just slightly faster than the 
bikes you've chasing, using the shoul¬ 
der buttons to barge them into walls 
or buildings when you draw level. On 
the easiest skill level, enemy swoops 
explode wilh a slight nudge, but later 
levels feature surprisingly hardy 
bikers, who’ll need plenty of persua¬ 
sion to bite the dust. 

Finding the challenge points is also 
very tricky, as they're tucked down 
secluded streets and on top of ledges 
- quite invisible unless you know 
where you’re going - but luckily, you 
can race ahead and dispatch all the 
gang members first, before returning 
to collect I he challen ge points in your 
own time. Be sure not to accelerate 
past the first swoop, as he’ll drive 
faster to catch you up, and set the new 
race pace for the rest of the riders. 

Challenge Point 01 

From the start of the level, drive 
through the tunnel, turn right then left, 
and lake the first speed ramp at 
maximum speed, veering right. Pull 
your nose up as you hit the ramp and 
you'll land on lop of a ledge, wher 
you’ll find challenge point one. If you 
accelerate directly across the street 
from here, you'll be able to scoop up a 
useful extra life from the opposite 
ledge. 



first half of this fantastic Star 
Gall Spaceport. This 
final challenge points. 


Challenge Point 02 

Keep nding straight on past the first 
ramp and you’ll come to a courtyard, 
with a crashed spaceship sticking 
out of the ground. Ride around the 
ship's right side to pick up challenge 
point two. 

Challenge Point 03 

On the main road again, you’ll come to 
another speed ramp. Hit it at full 
speed to collect challenge point three 
in mid-air. 




Challenge Point 07 

Go back to the main road 
and through the tunnel. At 
its exit, turn left, and keep 
going until you’ve passed two 
archways. When you see lots 
of scaffolding, turn left into 
a little alley and you'll find 
challenge point seven. 


Challenge Point 04 
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Turn around and take the speed ramp 
again, to jump onto the ledge above 
and to the righl, to collect challenge 
point tour. 

Challenge Points 05-06 

Back on the main road, you’ll approach 
a tunnel, with an alley leading off to 
the right. This alley leads around an 
enormous, dark brown building, and 
you’ll find two challenge points around 
both side of it. 


Challenge Point 08 

Get back on the main road and get to 
the clearing where an Imperial shuttle 
blasts off. Continue on the left side, 
then turn left, and explore the alley- 
way alongside another huge brown 
building, where youll find challenge 
point eight. 

Challenge Point 09 

Continue through the city until you 
reach the desert. Brake and turn 
around i8o°. Explore the alley on the 
right to find challenge point nine, 
shaped like a bunny's head (in 
homage to LucasArl'V old PC game 
Sam 6 Max) 







































Shadows Of The Empire 


EMPIRE 


Imperial Freighter Suprosa 


Challenge Point 10 

F Keep riding across the desert. 
Above the centre of the first Sartacc 
pit you'll find challenge point ten. 
You'll have to get quite a run up and 
pull back on the analogue slick to 
jump high enough to get it, and be 
careful not 1o Fall inside the mouth 
itself. (A Stor Wars fan would know 
how many years you'd be digesting in 
the belly of a Sarlacc.) 

Challenge Point 11 

Continue on through the desert, and 
challenge point eleven is situated over 
another Sarlacc pit. Repeat the 
process used for challenge point ten. 



Challenge Point 12 

Speed through Beggar's Canyon. Ride 
under the First stone bridge onto the 
second, where you'll see challenge 
point twelve at the top of the bridge, 
In the centre. Turn and lake the 
sloping ridge up the right side of the 
canyon and then slowly nudge your 
swoop along the top of the bridge to 
collect the final challenge point. 



(10 Challenge Points) 

In yet another high-risk mission 
oidered by Leia, Dash has been 
appointed to recover the co¬ 
ordinates of the Emperor's new 
Death Star from the Imperial 
freighter Soprosa, Once again, 
Dash is on a one man crusade to 
battle through a legion of 
stormtrooperf and locate the 
ship's computer, which contains 
the information vital to the 
Rebellions second strike on the 
Empire. 


This level is a perfect homage to 
the opening of Star Wars itself, with 
the narrow corridors of the Soprosa 
packed with stormtroopers and 
sentry droids, providing a perfect, 
albeit brief, action-packed level. 
Strategy-wise, seekers are again 
pretty redundant here, 
Stormtroopers tend to use alcoves 
as shelter, or skulk in small 
anterooms, so your blaster or pulse 
gun are best, with the pulse particu¬ 
larly good for immobilising groups of 
soldiers by sweeping an arc of energy 
bolts across I hem. 

There's not much in the way of 
power-ups on this level, but equally, 
there are no really tricky challenge 
points and the final boss, the Loader 
Droid, is relatively easy. Getting off 
this ship cleanly (and retaining alt 
your lives for later levels) should be 
your primary objective here. 

Challenge Point 01 

Open the door and take out the first 
couple of stormtroopers hanging 
around in the corridor. Challenge point 
one is on your left. 


%\ 
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Challenge Point 02 

Follow the main corridor, with 
windows running along the sides, 
and through the room packed with 
computer banks, taking out the gun 
installations and stormtroopers. 
Through this room there's a corridor 
lined with four tiny rooms - and 
stormtroopers lurking ail over the 
place. Each room has a secret locker 
(rooms on the left side, in the far 
right corner), each one containing a 
power*up or health pack (except the 
last hatch on the right which contains 
an interrogator droid). Once you've 
cleared out the hallway and taken 
out the tripod gun, you'll find 
challenge point two behind the 
wreckage of the gun. 

Challenge Point 03 

Take the elevator to the large, 
stormtrooper-packed crew pit and 
dean out the whole area. Flip the 
switch that opens the door down the 
sloping ramp, and go through. Bias! 
all the wall mounted guns and rush 
through the sliding doors until you 
come to the V shaped door. Open it, 
then take out all the droids and troop¬ 
ers hidden in the alcoves on the left 
and right. Go through and press the 
two switches to open the next large 
blast Poor. When the blast door is 
open, youH see two spinning turbines 
which you should run through at lop 
speed, trying to 'chase' the nearest 
set of flaps without getting caught by 
the rear ones. There are two sets of 
two turbines to get through, but you 
can pause halfway through if your 
nerves are falling. 

When you're through them all, 
shoot any stormtroopers that may be 
lurking and turn around t8o*. The 
nearest turbine on your right hides 
challenge point three, so you've no 
choice but to run In For it and take as 
little damage as possible. 

Chauingi Point04 

Move right and rush through another 
set of the annoying turbine doors. 
You'll see challenge point four on top 
of a wall of computers on your right 
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whtch you can reach by climbing the 
adjacent stairs and carefully jumping 
to it. Be wary of falling over the wall to 
the right, or you'll have to rush the 
turbines again. 

Challenge Point OS 

Take the lift which leads up to the 
engine room (which is rather primitive 
looking for a spaceship!). There are 
two sets of revolving discs which you 
must ride (jumping and ducking the 
struts along the top) to get to the far 
side. Negotiating the discs Is tricky 
enough, but shooting the droids as 
well can lead to disaster, so select 
your seekers before you jumo on and 
hire a couple. Leading off the First disc, 
there’s an ‘arm’ strut sticking out of 
the wall, on top of which is challenge 
point Five, 



Challenge Point 06 

Turn right whilst stood on this arm, 
and you'll see another challenge point 
several meters away, Jump back on 
the First disc and ride it around to get 
on ihe second disc, and the corre¬ 
sponding strut that contains challenge 
point six. 

Challenge Points 07-06 

Jump off this arm onto the second 
spinning disc, and ride around on it 
until it passes the catwalk with a lift. 
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Playing Guide 


Ride the lift up and fight your way 
through a series of corridors and 
another engine room, until you find 
yourself In a cargo room (with plenty 
of crates in the far right comer). 

There are two sets ot switches on 
opposite sides of this room. The hank 
of two switches next to the door open 
the huge cargo doors on your right 
(standing by the entrance, looking in), 
the bank of three on the far wall open 
the doors on the left. Gy juggling 
these switches corresponding to iheli 
doors, you can locate challenge point 
seven [far left, second floor up looking 
from entrance door) and challenge 
point eight (right, nearest door, 
second floor), which s next to some 
disrupter ammo. 


Challenge Point 09 

By looking at the two screen shots (Fig 
1 , 3 ) you can see the combination 
required to get access all the way up to 
the top of the cargo room. Shoot all the 
crates first to ransack their power-ups. 
then climb up to the top floor. There are 
three small doors each leading to dead¬ 
end rooms. The middle room contains a 
legion of stormtroopers and challenge 
point nine. 

Challinoi Point 10 

With all three rooms cleaned out. you 
can take the ramp from the top floor 
that leads to tire control room (facing 
the hangar). A lift takes you down to 
face the Loader Droid (see box-out) 
and once Jtfs killed, the super 

computer containing the 
Death Star co ordinates will 
be visible from behind the 
blast doors. Search behind the 
computer to collect challenge 
~ po»nt ten. With your mission 
objective fulfilled, take the lift 
back up to the control room 
and log on to the front console 
to open the hangar doors. 

# * Stay pul, and the Outrider will 
ease into view with Lee bo at 
the controls, to escort you oul 
of the Imperial Freighter. 


Suprosa End Level Boss - Loader Droid 

The loader droid is surprisingly easy tD defeat afte^ the escatation of difficulty from 
IG-88 lo Boba Fell. Its guns are fairly ineffectual, and its main method of attack * 
extending its arms out to punch you. On easy mode, you can prptly much run up to 
it and slam it with seekers, but for higher skill settings just circling it from afar, 
weakening it with your pulse gun, 
should finish it off with minimal damage 
to yourself, its most vulnerable points 
are Its head and back, and if ft should 
trap itself in a comer, just switch to straf¬ 
ing it across the width of the hanger, or 
rush in and oul of range to lure it back 
Into movement. Whatever strategy you 
favour, as long as you keep moving and 
stay out of range of its arms, the Loader 
Droid should prove no problem. 


Sewers Of Imperial City 



(9 Challenge Points) 

Princess Leia has been 
kidnapped by the crime lord 
XJsoc. and yet again, it's up to 
Dash to save the day, by finding 
a route through the sewers 
beneath the Imperial dty and 
break into Xizor's palace... 

The city sewers offer a compara¬ 
tively small adventure, with co¬ 
ordination in the Labyrinth of 
tunnels and cesspools paramount 
to success. The sewers are riddled 
with Coruscant guards and IG 
drones, which appear from the fog 
around every comer. The maze Is 
very much three dimensional, in 
that tunnels lead you to explore up 
and down as much as horizontally, 
and the skilful use of your jetpack 
f is essential, as well as using the Z* 
button to aim up and down to 
target lurking soldiers. 

Oxygen is limited, and you must 
learn the geography of the underwa¬ 
ter labyrint hs to ensure you don't 
become lost without any route to air. 

Challenge Point 01 

Use your jetpack to hover down the 
first cylindrical shaft, using seekers 
or blasters to knock out the sharp¬ 
shooting Coruscant guards. Run and 
shoot your way through the tunnels, 
remembering to shoot early when you 
spot an enemy, as not only are the 



Coruscant guards better shots than 
stormtroopers, you also have nowhere 
to hide in the narrow tunnels. 

You’ll come to a slow moving Wade, 
swinging across the ent»re length of 
the tunnel, and the overhead view is 
best to negotiate this hazard. Destroy 
the guns and soldiers beyond this, and 
just before a second blade, you'll see 
an alcove on the left. This is a secret 
door, and behind it yoult find a soldier 
and challenge point one. 

Challenge Point 02 



Move through the second Wade, and 
you'll arrive in a massive waste room, 
with pipes slicking out of the left and 
right walls. There are three dia-nogas 
swimming in the water, but don't dive 
down for them yet. Instead, wait 
around the entrance and shoot the 
surface to wound or kill any exploring 
beasts. Then take the plunge and find 
a comer underwater, so your back's 
covered, and blast the final monsters 
as they come looking for you. When 
they're all dead, search beneath the 
nearest column on the right to the 
entrance to find challenge point two. 

Challenge Point 03 

Fly up lo the pipe on the tar right and 
cut your jetpack to explore on loot. 
Keep moving until you reach an 
enormous shaft (with seeker droids 
darting around) and drop down into 
the water. There are two switches on 
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the wall and if you Flip both of them* a 
small alcove will open exposing 
challenge point three and an extra life. 

Challenge Point 04 

Jet pack out of the water and explore 
the height of the pipe* collecting 
power-ups, until you reach another 
pipe you tan exit though. Walk 
through, and along another corridor 
into a maze of pipes and platforms 
patrolled by robots, letpack up right 
to the ceiling and take the tunnel 
opening to challenge point four 

Challenge Point 05 

Exit back through the tunnel and take 
the first doorway down which leads to 
another tunnel and another shaft, 
again packed with drones which m ust 
be blasted quickly Gently pet down to 
the bottom of this shaft and go 
through the short tunnel with a grate 
at the end to find challenge point five. 

Challenge Point 06 

let back up to the top of the shaft, 
blasting any droids and drones you 
missed, and fake the tunnel {patrolled 
by Coruscant guards) until you reach 
another shaft. Clean oul any baddies 
before going to the bottom and taking 
the tunnel thal leads through to the 
security key you need to move into 
the next section. Along this tunnel, 
youll, have noticed a dosed iron grate 
on the left wall- Going back with ihe 
key, you'll see this gate has now 
swung open, and lets you back into 
the large waste room where you killed 
the dia-nogas. 

letpack over to the laige platform 
on the far side, and activate the 
switch with your security key, Go 
through the door, drop into the water 
and search in the alcove on the left For 
challenge point six. 
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Challenge Point 07 

Surface for air, then drop down into 
ihe water on the opposite side of the 
challenge point (against Ihe wall with 
the security door) and you'll Find that 
there's now an underwater route to 
Ihe next seel ion of the sewers. 

Outrun or Mast another dia-noga IF 


you see it, hut keep moving as 
oxygen is short. 

You'll surface in a filtration shaft, 
with a huge semi-submerged arm 
spinning slowly around the room. 
Avoid this shaft, as It damages you, 
and quickly jet up to shoot the 
Coruscant guards running around the 
perimeter, Above the spinning arm 
you'll find challenge point seven. 


Challenge Point06 
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You'll Find a door along the perimeter 
of the filtration room which leads you 
to another tali shaft. In the shallow 
water the shaft stretches up horn, 
you'll Find challenge point eight and 
some disrupt of s. 

Challenge Point 09 

Activate the two switches mounted in 
the shaft wall, which will open 
another small alcove where you'll find 
the force-field deactivator. Fly up fo 
the very top of the shaft* and enter 
the tunnel 

In this spinning tunnel* there's a 
switch visible through a hole on the 
left, and Coruscant guards shooting 
through another hole on the right. 

Take out the guards first, then activate 
the switch by shooting it when it 
comes Into view, and move through to 
the Force-field corridor. 

There is a series of pink force 
fields, with Coruscant guards hovering 
behind each, so as you turn oFF each 
energy wall have your pulse cannon 
ready, so you can sweep aU of them to 
‘freeze 1 them and kilt them all before 
they can get off a shot. 

You Ihen come into a corridor, with 
a blocked tunnel There are two 
spinning wheels barring your way. but 
look up and you'll see two smalt holes 
in the ceiling, both of which contain a 
switch to operate each wheel. 
Coruscant guards are waiting in each 
hole, but instead of flying straight in 
and blasting, stay on the ground and 
crane to look up whilst shooting 
around each exit. The guards will peer 
over the edge to Investigate (stupidly) 
and you should be able to fatally dtp 
one or two, whereupon they'll fall to 
your feel. 


With the wheels activated, switch to 
an overhead view to time your passage 
through the cogs. Once past the cogs, 
and just before Ihe giant dlanoga 
section of the sewers, you'll come into 
a small room, with a column running 
through the middle, Circle this column 
until you find a tiny opening which 
holds challenge point nine* 

Sewers End Level 
Boss-Giant Dia-noga 

The final barrier between you and 
Xtzor’s palace is a gigantic dia-noga (a 
relative of Star Wars' (rash compactor 
monster), that possess such a mutated 
metabolism that it regenerates 
damaged tentacles instantly, and can 
only be destroyed by repeated shots to 
its eye. whkh it curls protectively by 
its cavernous mouth at the base of the 
pit. You can't Fire the disrupters under¬ 
water. but If you lay a few over the 
surface, there's a good chance youll 
inflict some damage, 

The chief difficul!y in successfully 
targeting the eye tentacle is thal the 
waiter is pulling you down, and nudging 
the power on your letpack whilst trying 
to get a good shot is tricky (and falling 
into the mouth of the creature proves 
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fatal). Bearing this in mind, the sweep¬ 
ing breadth of the pulse cannon makes 
it an ideal weapon, as even if you're not 
hitting the eye, you'll at least be hitting 
something. It's essential to keep an eye 
on your oxygen level, too. as in the 
confusion it's easy to drownf 
One tip I hat makes progress easier 
is to turn the contrast on your TV up, 
to make the pink tentacles and dia- 
noga mouth stand out more against 
the swirl of dark green filters that 
LucasArls have layered the game with. 
The actual process of killing the boss 
Isn't loo difficult, but it's easy to panic 
In the gloom, and waste your time 
taking out the regeneraling tentacles 
without ever getting close te the 
centre of the beast. Consider this a 
level where losing a life or iwo against 
the boss should be accepted. 
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Xizor's Palace 

(10 Challenge Poims) 

Luke. Lando and Chewbacca are fight* 
ing their own war fn the heart of 
Xizor's palace, in their search for 
Princess Leta- Dash, having broken 
from the sewers into another section 
of the palace, has been charged with 
planning their escape. The ptan is 
simple. Activate a set of thermal 
detonators in the very core of the 
palace and then run for it. What could 
be easier? 

Xizor's palace is light in puzzles and 
exploration, and heavy on combat. 

The Oorustanl guards, who made 
such a dramatic appearance In the 
sewers, displaying their elite Imperial 
sharp-shooting skills, swarm through 
the gothic palace, and unlike 
stormtroopers can target you almost 
before you can see them, so thb is a 
perfect time to make use of any 
seekers you've got left, 

A major difficulty posed by this level 
is locating the many wall- 
mounted blasters. You'll tend 
to dear a room of soldiers 
only to find yourself still 
getting blasted, so be 
sure to spot and 
remember the 
locations of these 
hidden machines 
and take them 
out at the 
same lime 
as every¬ 
thing else, 
as they're as 
accurate in their 
firing patterns 
as any soldier. 


Challenge Point 01 

Fight your way through the first set of 
hangars, using seekeis and blasters to 
dispatch enemies as fast as possible. 

When you arrive at a room packed 
with watt-mounted blasters and assas¬ 
sin droids, you'll find the door is time- 
activated by a switch on the upper 
ledges. Sneakily, challenge point one 
is in a secret room that only becomes 
visible when you activate the time lock 
door, so don't rush out, just turn round 
and get the challenge point before the 
door closes. Then activate the main 
door agam and rush for the corridor, 
guns blasting. 



Challenge Point 02 

follow another spiral staircase, and 
When you come to the next lift, 
don 1 ! activate the first button. 
Instead, fly upwards to the next 
switch you find, and drop down to 




the bottom of the lift shaft, where 
another secret area will have opened 
up, with challenge point two, plus an 
extra life and some disruptor ammo. 


Challenge Point 03 



Activate your jetpack and fly up to the 
top of the lift shaft, and follow the 
corridor around until you come to a 
control panel which, when activated, 
makes the huge bridge youVe already 
passed descend. Cross the bridge and 
run down the hatlway until you find 
another lift. Take the lift to another 
control button, which activates the 
next bridge, then return to the 
hallway. There's a door leading out 
onto the second bridge, let olf this 
bridge and explore the wall to the 
right of it. You'll find a rectangular 
window with a Coruscant guard 
protecting challenge point three, 
stunner ammo, cannon energy and 
some health. 

Challenge Point 04 
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Get back on the bridge and cross it, 
entering the first lift you see as you 
move through the corridor. Hit the 
switch opposite the lift entrance, then 
go back into the lift shaft and turn on 
your jetpack. Fly up to the top of the 
shaft and you'll find challenge point 
four and more disruptor ammo. 

Challenge Point 0$ 

Gently descend with your jetpack to 
the Floor, and follow the narrow, twist¬ 
ing corridor until you arrive at a hall 
with three cogs. Jump between the 
teeth of the first cog, Wasting the 
assassin droids, then gently descend 
between the slow moving teeth of the 
second. Youti find challenge point five 
and some health at the bottom. 


Challenge Point 06 

Behind challenge point five. there's 
another sneaky secret door, which leads 
through to a tiny tunneL Follow this to 
the end to find challenge point sue. 

Challenge Point 07 

Fly back up to the hallway where you 
came in, carefully judging the upward 
speed of the second cog so you don't 
get trapped between the teeth. Run 
on and you’ll see more cogs spinning 
on your right, patrolled by Coruscant 
guards. Take them out, then carefully 
jet down to another platform (littered 
with bodies by now) to collect 
challenge point seven and some 
more health. 

Challenge Point 08 

Return up to the catwalk and leave the 
room through the top left exit. Use 
your seekers to take out the soldiers 
prowling the many catwalks, and take 
your lime finding and switching on the 
three bomb switches along the length 
of the central shaft. How jet down to 
the bottom, then look up to see a niche 
in the central shaft with challenge 
point eight and some mom ammo 
inside it. By now, you should have got 
the message that the end level boss 
coming up is going to be tough... 

Challenge Point 09 

Circle around the lowest platforms 
(below one of the bomb switches) 
activating any door-shaped panels. 
Eventually, you'll find the secret room 
that holds challenge point nine. 

Challenge Point 10 

With the bombs activated, a door will 
have opened on the level above you, 
and through this you'll find another 
short corridor. At the end it opens out 
into a large room with a catwalk on the 
far left, patrolled by guards. Hide by 
the entrance and use seekers to take 
out anyone on the bridge, then fly over 
to the catwaik. Ahead is the entrance 
to the Gladiator Droid's domain, but 
turn around and youll see a hidden 
door. Open this to find the final 
challenge point and some ammo to 
help against your final foe... 
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Shadows Of The Empire 


The Skyhook Battle 
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The Gladiator Droid te tough mainly 
due to the power ol Hs attack rather 
than cunning, so the key is to keep 
moving at all limes and work 
through your arsenal intelligently, 
adapting as your weapons run out. 
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burn you with, including pulse 
blasts, guided missiles and most 
devastating, a head mounted laser 
beam with which it scours the arena. 
It also has three 'lives 1 , since rt can 
be reduced to a torso, then just a 
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oispatcneo. loeauy, you u na 
stockpiled plenty ofdisruplors, 
which sap Its strength significantly, 


but tailm* that use close-ranee 
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When your jetpack eventually 
malfunctions and the floor collapses 
to create a labyrinth, run as fast as 
you car, shooting wandering droids 
and collecting power-ups, before 
aiming up at its Moating head and 
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I I {OChalunoe Points) 

| Wit h everyone safety rescued 
from the Skyhook, it only 
seems natural to blow the hell 
out of the Space station. With 
the Millennium Falcon and a 
fleet of X-wIngs in tow, you lake 
control of the Outrider in a bid to 
end Xiror's quest for power once 
and for all,,, 

A stunning showcase of pyrotech¬ 
nic mayhem, this delivers what 
was merely hinted at in the 
earlier asteroid section, pulling 
the Outrider off the rails so that 
you can navigate your own course 
io glory 

The first task is to blast the four 
defence towers perched on the 
out reached arms of the space 
station, by making several attack 
runs on each gun emplacement, 
weakening and eventually destroy¬ 
ing them, Now I he ‘arms' of the 
space station are exposed, and each 
offers a slim runway to the reactor of 
the space station, Pilotmg through 
a ,1 four access points, you must 
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launch four missiles at the reactor, 
then beat a path oul as the Skyhook 
joins the Death Star as another mighty 
imperial killing machine downed by 
extremely poor design... 

Strategy-wise, this section plays 
in a similar fashion to the 
snowspeeder battle, with the key to 
success being constant fluctuations 
in speed to prevent enemy craft 
drawing a bead on you. Alternately 
accelerating and decelerating when 
making attack runs on the towers 
ensures that you'll take much less 
damage, whilst shooting the tower 
guns with lasers initially, before 
Stamm in g home a few missiles ai 
close range to take each one oul in 
one run (on easy setting). 

Running through the arms to the 
reactor itself, there's nothing to 
worry about except holding the 
brakes on and gently weaving 
between the jutting architecture, not 
releasing your missiles on the 
reactor itself until you get a positive 
lock. Once you've done that, those 
Imperial slugs can kiss their evil 
plans goodbye.., until next time! 
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General Tips 

On ihe World Map, il you complete a level a circle will appear around it; green 
if there'* stdl more to discover, red If you’ve got everything. Inside the circle, 
you'll see the colour of the medal awarded, 



Blast Corps 


Watch the opening sequence for 
each level - the copter will do a 
Fly-over for the entire mission path 
with target objects shown In red. 

Press accelerate just as the lights 
turn green, on the fourth beep, for a 
very useful speedburst. 

On speed trials, you can’l exit 
your vehicle; the Z button can be 
useful as a brake on these levels. 

When using Thunderfist. try 
waggling the Control Stick slightly 
when tumbling through buildings to 
widen the destructive impact. 

The Cyclone Suit takes more lime lo 
build up speed lhan Thunderfist, 
but once attacking has a tot more 
velocity, making it possible to take 
out entire buildings with a diagonal 
assault. 

Don't switch off ihe end credits, 
watch them through to access 
secret levels. 

To reach the Moon, you must 
complete all the Courses and find 
all the Scientists. You must also 
clear a path for Ihe Shuttle In a 
special mission [this looks very 
tough until you Hod Thunderfist 
hidden in a building off the main 
path to the right). To reach the 
secret levels on other planets, you 
must get Gold for every mission 
objective. You then progress from 
planet to planet by completing the 
previous planet. These secret 
levels are essentially bonus stages 
which are either wacky low-grav 



>/ 



speed trials or 
wacky low-grav w 

destruction tests. To 
access Ihe Platinum medal trial, 
you must gel Gold on all the 
planets. 

The key factor on the destructive 
secret bonus levels, such as the 
Moon and Venus, is getting 
Backlash off-balance or airborne - 
the low-gravity makes It possible to 
practically glide Backlash through 
the air, but by Ihe same measure 
conventional powerslides result in 
ridiculously wide turning circles. 

When trying for a Platinum time, 
remember you don’t haw to make a 
path for the Missile Carrier. There’s 
no need to fill holes 01 make 
bridges with barges and (rains. Your 
only objective is lo destroy the 
target buildings. 

To achieve Ihe ultimate promotion, 
you’ll need to collect all those 
Platinum medals. 



Cheat Technique 

• IP TOU'Bl HAVING REAL TRQU11I WITH Ut OBSTACLE. JAM BACKLASH AGAINST fM|E 
k BUILDING SO YOU* Otwn CAN'T EWT AND PtHATlDLr ms* T, Ti« man W1U ULL 
I AND THE BUILDING WILL COLLARS f 11 TWO* US, ALTHOUGH ITS USf FULNESS 1$ DUBIOUS IN 
I (MOST CIRCUMSTANCES. A 




T 6 4 Playing Guide 



Simian Acres [Easy] 

Platinum Time: 13.6 seconds 
Level Description: A small American 
town consisting of scattered shacks* 
Farm houses and trees. 

Guide: Guide Ram Dozer down onto 
the track, then veer off left following 


the arrows to dear a path through the 
town. None of the buildings are sturdy 
enough to give Ram Dozer much 
trouble. Once a path has been cleared, 
you can try out the American Dream 
which is parked on the train near the 
start. 



Sideswipe 

{Training} 


Time Limit: i minute 
Platinum Time; u seconds 
Level Description: Dockland 
with scattered crates. 

Guide: Follow 1 he path around 
and fry to time jackhammer 
Wows between sections to take 
out four In a go, 



Backlash (Training] 

Time Limit: h minutes 
Platinum Time: li seconds 
level description: Scattered buildings 
on wasteland. 

Guide: Besides mastering Backlash's 
idiosyncratic powerslide, take 
advantage of small bumps to get the 
truck off balance - making it even 
more destructive in slides. Backlash is 
critical to ihe later, tougher missions 
so spend lime here mastering It. 




{•Bomb 

[Training] 

Time limit; s minutes 
Platinum Time: 30 seconds 
Level Description: Office block park. 
Guide: Aim For the joins between 
sections for maximum deslruction. 


Argent Towers [Easy] 

Platinum Time: 28 seconds 
Level Description: Inner city slum. 
Guide: The missile carrier's path is a 
simple straight line path through slum 
bui dings. As tong as you’ve got the 
knack of Backlash’s powerslide. and 
make good use of available space, 
clearing a path is quite easy. 

Gold Medal Tins: Although 
completing the main mission is easy, 
this level is crammed with enough 
secrets to makp getting a second Gold 
Medal tricky On the left of the level, 
near the start, there’s a bright 
revolving light which seems 
indestructible - it's a actually a 
pointer for hidden areas. 

Use Backlash to push the nearby 
concrete block away from Ihe ramp 
which descends into a storm drain, 

Exit Backlash and walk down the 
ramp. Use Ram Dozer to push TNT 
against a wooden door, blasting it 
open. Go through the door on foot and 
get into the train. Drive forward 10 
reach a storm drain with Battista and 
three ammo boxes. Drive out of the 
storm drain and return to near the 
Start. To the right, beside the second 
Satellite Antenna, there’s a large pit 
Shoot out the wooden door on the far 
side of the pit using Ballista's 
missiles - precision is 
essential. ExH Ballista and walk 
down the ramp into the pit. Go 
through the door and follow the 
underground tunnel to J-Bomb* 
who's useful for reaching the 
second Satellite Dish. When 
going for 100% destruction, use 



Battista^ missiles l 
or] Bomb to 

destroy lh, / W , * ] 

flashing light. f { 

Satellite 
Antenna l: 
immediately lo the left 
of the si art. Easy* 

Satellite Antenna 2: On 
top of a building near ihe 
start, on the right. Use I Bomb. 
Scientist: Relum to Ihe train 
tunnel, walk forward along the 
track white watching for ihe revolving 
light. Walk left at this point to find a 
secret area with Ihe Poke Car; use 
this to explore a maze and Find ihe 
Scientist at its end. 
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Blackridge Works [Easy] 



Platinum Time; 23 seconds 
Level description: Inner city slum. 
Guide: No serious obstacles 10 Ram 
Dozer's destructive onslaught. Easy. 
{Nole Cyclone Suit on the opposite 
side to Ihe second Satellite Antenna.) 
Antenna 1: Behind building 
mmediately to right of start. 

Antenna 2: lust above and to the left 
of the chemical cylinders in the 
Missile Carrier's path. 







Blast Corps 


Havoc District [Easy] nor 10 mention several sttver balls 

Putin dm Time; 28 seconds float! ng on the wate r (and one 

Level Description: A bridge leads sneakily hidden under the start 

the Missile Carrier into a line of bridge], Watch out (or an island with 

skyscrapers within a course some RDUs near the sitverballs. 

bordered on the left by a significant Also, the ship can also be destroyed 

stretch of water. * but only by accurate firing with 

Guide: Pul the pedal to the metal Battista's missiles. To find Starsky’s 

with Skyfall to reach J-Bomb, then car (and more RDUs) go out over the 

demolish a palh through the ocean and find lhe second 

buildings. Easy. underwater tunnel leading into the 

Goto Medal Tips; To achieve 100% cliff face. Follow this back to the cliff 

destruction, you'll need | Bomb to and you'll notice a slightly dark 

destroy the four revolving lights on patch of grass. Stand on it with J* 

the bridge. There's also a lighthouse Bomb to drop down and enter the 

on an island to the left of the course, glass tunnel. 

Carrick Point [Easy] bridge, then turn back and demolish 

Puti n u m Time: 36 seconds I he c hemkal works 

Level Description: A bridge leads the Goto Medal Tips: Ballista is off to the 
Missile Carrier into some chemical left of the bridge’s end, find it and 

works in a dockland area. demolish the boat with its missiles. 

Guide: Race around the dockland area Antenna 1: In the middle of I he bridge. 

10 enter the bridge from the opposite Antenna 2: Hidden inside a castle on 

end to the Missile Carrier, Demolish the upper right of Ihe course. Use 
ihe left building on the end of ihe nearby Thunderfist to demolish it. 




Satellite Antenna i: Use ;-Bomb to 
fly immediately left from the start 
position. You'll find the Antenna on a 
small island. 

Satellite Antenna 2: On a small 
Ledge above the road on the right or 
the course, about halfway along. 

Beeton Tracks 
[Medium] 

Platinum Time: 1.15 
Level Description: A train track 
leads to a station needing urgent 
demolition. 

Guide: Drive the train to the end 
of the tracks, jump out and follow 
the RDUs to the footpath you pust 
drove under. Go over the footpath 
and drive Ram Dozer onto Ihe 
Crane’s platform. Lxit and get into 
the crane. Lift Ram Dozer over the 
tracks, exit crane and run over the 
footbridge, Now use Ram Dozer to 
push TNT into station, instantly 
clearing the path. 

Gold Medal Tips: Go back to 
where you got Ram Dozer from, 
then head backwards alongside 
the track to find the Police Car 
beside a donut shop! Use this to 
go round back to the other side 
of the tracks, then go back to the 
start, exploring off to the left to 
find RDUs and one antenna. 
Antenna: See above. 


Tempest City 
[Medium] 




Platinum Time: ij seconds 
Level Description: An inner city slum 
with the Missile Carrier on a straight 
line track through. 

Guide : It all romes down to quicks 
precise firing with Ballista, not to 
mention mastering that nervy 
handling while collecting all the extra 
ammo that’s dotted about. Pay close 
attention to the arrows so you don't 
get distracted demolishing 
unnecessary buildings, and don't be 
surprised there's less spare ammo the 
nearer you get 10 the end - stock up 
at the start. Also be aware the Missile 
Carrier certainly isn't invulnerable to 
Battista's missiles! Generally 
speaking, Ballista Is most effective 
firing at resl - SO missiles fly along a 
flat, direct trajectory. When 
accelerating, they fire off all over the 
place, wastmg ammo. 

Gold Medal Tips: On the right of the 
course there's a long grey building 
dimly illuminated by some lights. 

Most of It is totally invulnerable, but 
in the middle section -by some ammo 
boxes - there's one sectton which, if 
hit, loses first its light then a section 
of wall hiding a ramp. Go up to find an 
antenna. Next, blast away some 
blocks to find a scientist. 

Satellite Antenna 1: See above. 
Scientist: See above. 
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Echo Marches [Medium] 

Platinum Time: 45 seconds 
Icm Description: A straighMine track for 
Missile Carrier across some pleasant 
countryside; unfortunately, also 

some railway track and water to bridge. 

Guide After quickly demolishing some 
farm bouses with j-Bomb, fly forward until 
you find the train track then speed above 
the track to find the train, Exit j-Bomb and 

drive ine tram forward, carefully positioning the tram so (he happy face shows 
ifs safe to dismount Slarsky's car, Use this to drive back lo l-Bomb. Demolish a 
few office blocks using f-Bomb, then head left down the river to find a barge 
carrying American Dream, Drive the barge backward to form a bridge for the 
Missile Carrier. Then drive back to [-Bomb using American Dream and polish ofl a 
few more buildings with j-Bomb. 

Goto Mi dal Ties- About 50% of the RDUs are located by the barge, 

Satellite Antinna 1: Near where you find the barge, there are some chemical 
works. Demolish them to find the antenna. 

Satellite Antenna 2: On top ot a very tall slone pillar on the right, past the canal. 



Ironstone Mine [Medium] 



Plat mum Time: 54 seconds 

Uvei Description: Terraced houses are arranged in two estates just before 
a sprawling mining complex. 

Guide: Use Sideswipe to clear the first block quickly and you can speed 
past the second, smash the wall surrounding Thunderfist and then use him 
to dear the second estate before proceeding on to smash the mining 
complex (be careful you don’t leave Sideswipe on the path, though?). 

Gold Medal Tips: Drive the train you find at the level’s end all the way 
backwards until it’s beside a crane. Exit the train and cross the tracks using 
the footbridge. Follow the path which runs along the canyon wall until you 
find Ram Dozer hidden in the wall - watch 
for its shadow. Drive Ram Doze* back to the 
crane and lift ii over so it can push the TNT 
into the mine building. Tfhs will reveal the 
entrance into Ironstone Mines, a simple 
* maze which contains lots of RDUs and a 
Scientist. 

Seif JKTtfT: See above. 



Ebony Coast [Medium] 

Platinum Time: 1.12 

Level Description: Parallel road and rail bridges 
lead into another skyscraper zone, but there's mote 
lo this level than first meets the eye! 

Guide: Drive Ram Dozer onto the train, then drive 
the train lo the end of the track. Exit the train and go 
forward with Ram Dozer. There’s no great trick to 
demolishing the buildings, but be aware the TNT 
runs out near the end so you must bring forward 



some of the TNT from the earlier buildings to 
demolish the last. (Alternatively, try pushing TNT 
right into thp middle of two sections to take out both 
for the price of one!) At the end of the line the TNT 
runs out and if you haven't been property organised, 
you’re doomed 1 

Gold Medal Tips; jusi behind where you start the 
level there's a slone block across the railway track. 
Destroy this obstacle by using Ram Dozer to push 
TNT Into them. Instead of investigating furt her, get 
back on the train and go forward to the station. 
Demolish ihe station with Ram Dozer, taking care not 
to set off :he TNT inside. Push the TNT onto the train, 
then reverse all the way back to the start and 
beyond. (The TNT has a cmg fuse, but not too long 
so be quick and precise getting it aboard the train.) 
Slop with the TNT just beside an Baste* Island-style 
stone statue of a man’s head. The TNT will demolish 
this, revealing |-Bomb! Now fly J-Bomb back along 
the track, but veer left over ihe sea to find a large 
island with a picture of a man etched on it. There are 
three more Easter Island statues lo be demolished, 
plus lots of RDUs, 



Satellite Antenna 1: lust to the rght of the start of 
the road along which the Missile Carrier runs. Fly 
there using J-Bomo. 

Scientist: Using I-Bomb, fly above the first tunnel 
the Missile Carrier goes through, fly right along Ihe 
green mountain the tunnel cuts through unlit it ends, 
then turn around and fly forwards parallel to Ihe 
bridge (although you won't see it). The Scientist is in 
a tittle Inlet just where the ground starts again. 



Blast Corps 


Outland Farm [Medium] 

Platinum Time; i minute 
Levh Oisc«(ption: A long U-shaped 
gully provides a long introduction to 
some typical Backlash farmland 
chores. 

Guide: Alter leaping out of the gully 
ignore nearby buildings and proceed 
to the first target area; it’s a very 
sight, cluttered farm area and clearing 
it can seem murderously difficult 
unless you waste time making space 
for powerslides. In fad, there's a 
highly useful rise between the farm 
buildings and tall silos. Using this can 


send Backlash careening into 
buildings with maximum 
destructiveness. Demolishing this 
area quickly is important because the 
remaining targets are sneakily 
arranged with lots of grass around 
them, so you need to be careful 
arranging powerslides lu miss the 
speed-sucking grass. 

Gold Medal Ties: jusl where the 
gully makes its U luru, drive up onto 
the green and you'll find an antenna 
surrounded by RDUs. 

Satellite Antenna it See above. 


Cromlech Court [Medium] 



Platinum Time: 22 seconds. 

Level Description: A s mplistk business estate complicated only by some 
indestructible trees. 

Gut on The Missile Carrier seems unusually speedy but as long as you don't get 
carried away with the deliriously good fun of trashing entire skyscrapers stick 
to clearing the portions you need to trash for the path - it's very easy. 
Thunderflst needs only a lltte run up space to get maximum destruction going. 

Diamond Sand [HardI 

Platinum Time: 2:35 

Level Description A long line of sheds and terraced houses lead to 3 huge 
nuclear reactor. The Missile Carrier's on a straight-tine course, but a railroad 
track divides the buildings, forcing the player to use tunnels to demolish 
buildings from either side. 

Guide: The principal trick Is getting Backlash into a smooth rhythm of 

circling, figure of eight 
powerslides to demolish entire 
lines of buildings. However, the 
developers aren't total sadists. 
Deslroy the two blue chemical 
tanks on the right side and they’ll 
demolish most of the buildings 
ahead of them. Also, the reactor 
building has a weak point on Its 
right side which, when hit with a 
single TNT box, will take down 
almost that entire half! 




Satellite Antenna 2: Head back over 
the gully using toe bridge you 
previously wenl under. At the end of 
this road there are some RDUs and 
the antenna. 


Skyfall [Training] 

Platinum Time: 4 seconds(!f 
Level Description; An artificial 
canyon contains four chemicals 
silos. 

Guide: Use the canyon side and 
Skyfairs boost lo take out a silo 
or two in a single pass. 



Shuttle Gully 
[Medium] 

Platinum Time; 44 seconds 
Level Description; A shallow 
gully twists and turns in a canyon 
banked by some steep concrete 
walls. 

Guide: This level moves in fils 
and start s, a duster of farm 
buildings heie, an open space, 
then some more obstacles to 
clear. The key is keeping a calm 
head and focusing on the target 
Duildings. Use the gully and walls 
to help Skyfall p*ck up 
momentum foi maximum 
destructiveness, but simply 
butting into small targets will 
also clear them - often a lot 
faster than the elaborate 
manoeuvres needed to get 
Skyfall airborne. 

Gold Medal Tins; There are four 
bouncing silverballs on the right 
of the course, near the start, and 
another sitoerball on (he right 
near the end - Skyfall has to be 
airborne to Nl them. Also watch 
out for a bank of ROUs on the left 
of the course. 

Satellite Antenna: Under the 
road bridge about half-way Into 
ihe course. 



Crystal Rift [Hard] 

Platinum Time : s? seconds 
Level Description: A rerun of Shuttle 
Gully, but with the added complication 
of starting on a train - hence a dramatic 
mountainside enlranee for Skyfall - and 
with some concrete blocks needing lo 
be manoeuvred into position by Ram 
Dozer al the end. 

Guide; Take the first, sharp (eft turn with 
Skyfall when dismounting the train - it"s a considerable shortcut. Clear the first 
buildings and time should be on your side. As with Shultle Gully, simply repeatedly 
ramming buildings can be faster than manoeuvring for more dramatic clearances. 
Gold Medal Tips: A line of RDUs lead off from the start, heading right and then 
along a ledge before crossing left over a bridge to Satellite Antenna 1. Near 
where the RDUs start, you'll see a pel with the A-Team van inside. Track back and 
you'll find hs tunnel entrance made impassable by a diamond-shaped hole. Keep 
retreating to find the lunnef opposite contains a diamond-shaped block which 
can be pushed by Ram Dozer to fill the hole. 

Satellite Antenna i: See above. 

Satellite Antenna 2: Back kp the train and you’ll find it without any problem. 
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Obsidian Mile [Hard] 

Platinum Time: 55 seconds 
Level Description; a straight line 
piece of night-time urban demolition 
Guide: This is level is somewhat 
sparked up by using the Cyclone Suit 
rather than Thunderfisl; although 
superficially similar, the Cydone Suit 
needs a longer run-up distance to get 
Into proper destructive mode. In a 
cramped urban setting with plenty of 
indestructible trees that can be tricky 
However, as tong as you concentrate 
only on target buildings - and watch 
out for one building's lelt, reinforced 
wall (you don't need <0 destroy it) - 
there are no serious problems here. 




Glory Crossing [Hard] 


Platinum Tim 1:40 

seconds 

Level Description; A 

tight little town with 
plenty of speed-sucking 
grass making for a very 
cramped, demanding 
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test of Backlash 1 * * 

manoeuvrability # 4 W 

Guide; The key is 
gelling off to a good # 

start - the first two * ^ 4 

buildings have lots ol 
space around them if f \ 

you approach from rhe 
right. Take them out 
quick to give time for mo/e demanding obstacles later 
Gold Medal Tips: All the RDUs link up together with nothing hidden or obscure 
to track down. 

Satellite Antenna; Nn 

Scientist; Follow the direction in which the Semi is pointing to Find a tunnel 
entrance to the Scientist's location. 



Angel City |Hard] 

Platinum Time: 1.35 
Level Description: Twilight urban 
ghetto with Missile Carrier on a 
straight-line course through its heart. 
Guide: While similar lo previous 
Backlash levels, the Missile Carrier is 
closer at the start, the obstacles 
closer packed. You'll need to make 
use or all the little bumps to get 
Backlash off ba lan ce while 
manoeuvring to clear a path. 





Oyster Harbor [Hard] 


Platinum Time: 2.55 
Level Description: The game's 
toughest and most intricate level 
Guide: You begin on a plateau with 
Ballista and tats of missile ammo. The 
idea is you precisely shoot from here 
into scattered containers blocking the 


Missile Carrier's route and your path 
to Ram Dozer, Forget that! Zip over to 
the two stone fence posts, iump out 
of Ballista and run down the path and 
around the containers to Nam Dozer. 
Now bulldoze the path clear for the 
Mrssile Carrier, Go back to the crane, 


get in and drop the platform down. 
Use Ram Dozer to push some TNT 
onto the crane platform. Now you 
must drop the platform on top of the 
crystal blocking the bridge. There are 
two ways to do this, piece by piece, 
TNT crate by TNT crate (almost 
impossible) or in one single go (yes!). 
The key is dropping the platform 00 
the dead centre of the crystal, as 
indicated by the green arrows. 
Carefully adjust your view to make 
this dear. It is possible, but may take 
some practice. 

Once the crystal is destroyed, go 
over the bridge with Ram Dozer. If the 
Missile Carrier is already on it, you 
can cross the water by following the 
dock area over to the tell. Now there's 
a whole line of holes after the bridge 
which need filling in. Fill in the first 
hole wit h the nearby concrete block, 
then demolish the two blue-roofed 
buildings and push through the 
second concrete block to fill in the 
hole you've just revealed. Drive over 
this and collect two more concrete 
blocks (you can actually push them 



Ember Hamlet 
[Hard] 

Putin um Time: 40 seconds 
Level Description: Another 

farmland community with the 
Missile Course on a path through 
Its centre. 

Guide: The key here is pretty 
obvious, but there aie limited 
amounts of ammo about, so 
Ballista must be precise taking 
out only vital buildings. You can 
also try the old repeated 
ramming trick - inelegant, but 
effective! 
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bolh together - they happily merge 
together for the journeyI. All the 
remaining holes, but one, can be 
filled in fairly straight.forwardly. To 
get the last concrete block, bulldoze 
over to the right - through the red 
fuel tanks - to find it. 

Destroy the final building here, then 
drive over tire fust barge, turn left and 
then drive over the second barge 
before parking on the deck of the 
thbd. Reverse it as far as possible, get 
back in Ram Dozer and drive la the 
pedestrian bridge. Exit Ram Dozer, run 
over the bridge and run to the second 
barge and back it up too. 

Your next step depends on how 
well you've been doing. If the Missile 
Carrier's slid quite far away, get Ram 
Dozer onto the first barge and steam 
full ahead to the next docking place 
(remember to watch for the happy 
smiley face for when to brake.] 

Quickly push the TNT onto its deck, 
then reverse back to the first area. 

Use Ram Dozer again to push the TNT 
over all the barges and across a long 
concrete strip to the final building. 


Blast Corps 


Jade Plateau [Bonus] 

PUTINUM TIME: 1:13 
Lrvti Description: An apparently 
simple oval track with bridges over a 
dittying canyon. 

Guide; There's a short cul through 
some trees on the right, neat the 
start, which Starsky’s car takes well 
without any Loss of traction. But if you 
choose Bam Dozer, you can use a 
second shortcut to the right of the 
second bridge by simply bulldozing 
through the chemical works. 



Salvage Wharf 
[Bonus] 

Platinum Time; ^seconds 
Itvii Description - dockland area 
with lots of container fodder. 
Guide: Causing Si,000,000 worth 
of damage in 2.30 minules really 
has to foe a job for Ram Dozer. 



if youTe running a bit late, allow 
the Missive Carrier to cross the first 
barge then go for the TNT next 
using the same procedure as above. 
Satellite Antennal Drive Battista 
as far forward as possible, then 
turn right and use its missile to 
destroy a building which conceals 
the antenna. Gel to the building as 
normal, then walk over to activate 
the Antenna. 

Scientist: Collect the TNT as 
above, only instead of destroying 
the building use the TNT on the 
white crystal blocking the third 
barge. Vou can now reverse this 
barge io Find the Scientist. 


Orion Plaza 
[Bonus] 

Platinum Time: 30 Seconds 
Level De sc niption: A pool table' 
Guide: lust as with pool, the key 
is inielligentty splitting the pack - 
albeit here of TNT rat her lhan 
balls Don't simply wade «n and 
get them all activated, first pick 
off the far corners and detonate 
the relevant cues. 



Marine Quarter 
[Bonus] 

Platinum Time: 36 seconds 
Level Description: A looped track 
including a bridge and some sharp 
comers. 

Guide: The van has to be the best 
choice, combining high speed with 
great traction. 
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Sleek Streets 
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[Bonus] 
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Platinum Time: 40 seconds 

Level Description: A tight inner 
city loop. 

Guide: A lot of tight corners make 

* 

* * 


it all too easy to make a mistake 
and spend ages gelling back Into 

x% 


t he rhythm. The van gives the 
best control here. 




Cooter Creek 
[Bonus] 

Platinum Time: 25 seconds 

Level Description: A simple looped 

course. 

Guide: Use Slarsky’s car to cut 
comers going cross-country. 
Satellite Antenna: Follow the road 
backwards from the star! to find an 
illusory wall which can be driven 
through to fmd the Antenna hidden 
inside a building. 



Kipling Plant 
[Bonus] 

Platinum Time: u seconds 
Level Disc nipt ion: Miaed urban and 
chemical works. 

Guide: No tricks here, simply learn 
the location ol the blue chemical 
cylinders and knock them out within 
the generous lime limiL Everything's 
pretty dose, il only gets sweaty when 
going for gold. 



Ilf" 


Skerrie 

[Bonus] 



Platinum Time: 1,35 

Level Description: a looped circuit 
with two bridges. 

Gdioe: After crossing the second 
bridge, look for where the track 
breaks away slightly from the rock 
wall. Drive into the wall to fmd a 
secret short cut. The A-Team van is 
probably best here. 


Twilight 

Foundry 

[Bonus] 


* 70 /aii 
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Platinum Time: 79 

seconds. 

Level Description: A 

foundry at twilight 
provides the setting fot 
a race to activate RDOs. 

Guide: Although there * 

are no RDUs hidden * 

* 

inside buildings. Ram 

Dozer's ability tr» plough through obstacles on such a tight course makes it 
the best choice. Don't miss the RDUs in the middle! 
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| Glander’s Ranch 
\ [Bonus] 

? PUTlNUMllMI: 1.31 
I LiV€i Description; A sorawing circuit 

I running through skyscraper city. 

! Guide: Look out for an arraw with a 
I Iff ft sub^arrow pointing to a useful 

short cut. 



Moraine Chase 
[Bonus] 

Platinum Ti wi; i.qi 
L tvn Description: A sprawling, 
raised race track can exert a 
heavy penalty if you slide off onto 
the grass, particularly with slone 
waits blocking most short-cuts. 
Guide Diop off the track alter the 
third set of watts from the start to 
make a very useful short-cut 
Starsky's car, at usual, provides 
good off-road performance. 
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Bison Ridge 
[Bonus] 

Platinum Time: 1.07 
Level Description: A looped circuit 
over some very bumpy terrain! 
Guide: Look for some grass when 
descending the first straight and cut 
across it to save time - making 
Starsky's car again the best pick. 



Silver [unction [Bonus] 

Pi An hum Time: 30 seconds. 

Level Disciiption; An Industrial estate is flattened to make space for 25 
crates, all (aid in plain sight. 

Guide: Destroying the crates is easy if prosaic fun with Thunderfist Plus. 



Mica Park [Bon us] 

Platinum Tim*: 30 seconds 
Level Description: A sprawling 
farmland town makes an unusual setting 
for Battista on a quest to destroy 17 
buildings in two minutes. 

Guide: There 1 * plenty of ammo and lime 
to complete the level. When going for 
gold, it's essential to get a good start 
and then follow a well-worked out route. 



Morgan Hall 
[Bonus] 

Platinum Time: 35 seconds 
Livel Description; Pretiy but 
rugged farmland with trees and 
speed-cutting grass complicating 
things for Backlash. 


Guide; Rather than charging straight 
into the mtsskin, spend A go or two 
exploring so you can work, out the 
best route around the scattered 
tarms. There's plenty of TNT to push 
around, so with a good route you 
won’t need to use Backlash's 
powerslide that much. Whew* 



Corvine Bluff 
[Bonus] 

Platinum Time; 46 second* 

Level Description; A simple loop 
track, albeit with a very steep 
ascent/descent 
Guide: Starsky’s car probably 
provides the best performance here; 
you should also note you can cut past 
the starting line through the river to 
save time. 

Satellite Antenna; Follow the river 
upwards through an illusory wall to 
find this. 



Geode Square 
[Bonus] 

Putin dm Time; 20 second* 

Level Description; Open farmland 
plays host to bouncing silver balls. 
Guide; Most of the balls are easy, 
although a few require a little 
attention to their movement pattern* 
to time an attack: remember you don’t 
necessarily need to leap on these 
targets, a simple touch is enough to 
shatter them. 

Satellite Antenna: Destray the small 
building on the right. 




Lizard Island [Bonus] 

Platinum Time: 1.30 

Level Description: An island with two silver balls on the northern mountain, 
and one inside a small volcano on the eastern side. Further east is a tiny volcanic 
island containing four silver balls. Two other silver balls bounce above tiny 
islands off the east and west coasts. Also surrounding the main island are six 
moving pink target with glass tops. 

Guide: This is one of the tougher bonus levels - even the targets can be 
confusing. The pink targets with glass tops are initially rather confusing, until 
you figure out ift best simply to hover near the sea and wait lor one to slide into 
J-Bomb’s feet, shattering the glass lop. Similarly, simply touching the silverballs 
is the best tactic when inside a volcano, for example. |-Bomb*s shadow Is very 
useful, although it can occasionally be deceptive as H transforms to simply show 
j-Bomb when he’s otherwise obscured. 

Satellite Antenna: Northern edge of island, behind the mountain range. 


Baboon Catacombs 
[Bonus] 

Platinum Time: 45 seconds. 

Level Description. It’s Par-Won! 
Guide: Work out your route and try to 
draw the ghosts together - avoid the 
warp gates which will split them apart 
as they try to re-accuire you. 


Cobalt Quarry 
[Bonus] 

Platinum Time: 36 seconds 
Level Description: Mining works 
provide the background for a quiet, 
short circuit. 

Guide: Use the A-Team van Fot 
maximum speed and performance. 


Magma Peak [Bonus] t 

Platinum Time: 60 seconds 

Level Description: HeLIJn a word. The ** \ 

majority of the level takes place inside a * 

huge volcano. There are four glass- / # # ^ fy * 

topped pink platforms at the bottom, ** *V * 

wilh a siU/erball bouncing to the centre. * tv * * 

There are two silverballs snuggled 

inside a rock barrier halfway up the tW. 

volcano* another single srlverball 

slightly higher up. Six rotating lights are arranged on six pairs of columns 
arranged at varying levels of the volcano. 

Guide: Start at the bottom and slowly make your way up. Move very slowly when 
approaching targets to avoid J Bomb spinning out. Touching a target usually 
gives 1-Bomb a useful lift, very useful when getting the highest targets. Time isn’t 
the mam enemy here - at least not until you’re chasing a Gold or Platinum - it’s 
the volcano itself, so take it slow and easy. 

Sate urn Antennas On a ledge outside the volcano. 


Dagger Pass [Bonus] 

Platinum Time: 50 seconds 
Level Description: A coastal area 
with those pink, glass-topped 
platforms {now called rafts) darting 
under concrete docks. 

Guide: Seven of the rafts are in plain 
sight, but one is sneakily hidden on 
top of a cliff just right of the castle. 
Sate lute Antenna: Inside the castle. 


Saline Watch 
[Bonus] 

Platinum Time: 4s seconds 
Level Description: Three rows 
of five columns of rotating lights 
provide an intricate tesi of f* 
Bomb's handling. 

Guide: You only need brush 
against the Irghts to shatter 
them, and standing on a column 
is useful for recharging the 
rockets. It’s also worth noting 
the way the tide rises and falls if 
you find the lower columns 
tricky 

Satellite Antenna: There’s a 
large black platform to the 
north-west with an antenna on it 


Dark Heartland [Bonus] - 

Platinum Time: 44 seconds , 

Level Description: An urban twilignt zone with 

plenty of Battista's missile ammo scattered about. m. ** 

Guide: Mo serious challenge here in completing rt. 

the mam point is beating the time for a Gold 

medal which simply requires working out a quick precise route 


Falchion Field 
[Bonus] 

Platinum Time: 21 seconds 
Level Description: Open farmland 
with six blue fuel tanks scattered 
about. 

Level Guide: ft’s easy! 


Gibbon’s Gate 
[Bonus] 

Platinum Time: 45 seconds. 

Level Description: It’s Poc Man 
again! 

Guide: Same tactics as before, albeit 
for a new maze. 
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Playing Guide 


It’s the penultimate part 
of our complete Super 
Mario solution. This 
month, we take you up 
to Course 11, Wet-Dry 
Land, as well as revealing the 
secrets of the Special Caps and 
guiding you through 
the first two 
confrontations with 
the evil Bowser! 
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Lethal Lava Land 


Enm Requirement: First Big Key 
Location: Castle Basement, Enter one 
of Ihe two central doors in the Castle 
foyer, go immediately down the nearby 
staircase and open the door using the 
Big Key. Descend the marble steps and 
into the green sewer area. Go through 
l he first door and bear right. Keep 
going forward until youYe before a fire 
picture, which is Course Seven's 
ominous entrance! 

DucKimoM: This daunting world has 
plenty of platforms suspended over lava 
to leap between. The normal approach 
is lo treat it as any other level, albeit 

Boil The Big Bully 

Stars 

Osjectm: Push the Bg Bully Into the 
larval 

Guide: As with most Stars on this 
Course, there are multiple paths to 
success. Adventurous players will try 
flying (see Course introduction), but 
Ibis is the most obvious route: 

Go forward, long jumping over 
gap and then turning left along light 
brown pathway. Jump onto the grey 
pathway, turn left and go over the 
bridge, then around the Spinning 
Eye. lump onto the lower grey 
platform. Cross over 
/ Bowser’s Sliding Block 
Puzzle and run along a 
raised grey platform. 
Jump onto the stone 


with a little more care. For skillful 
players, however, there’* a whole new 
level of enjoyment. Turn around at the 
start, swing the camera about and you'll 
see a small island with a Red 
Exclamation Box. A Long lump will lake 
you over, and from there you can go 
flying. There are no cannons, just a 
triple-jump to barely lift you above the 
lava, but for risk-takers There's some 
exhilarating fun to be had. Even better, 
Star Four introduces a Green Koopa 
Shell for Mario to surf around with. The 
subtle, curved contours of various 
obstacles suddenly make sense. 


platform, timing it with the rotating 
flamethrower at its centre. Collect an 
extra life by running around the 
platform three times. 

lump onto the wooden platforms 
and pause here to time your leap on 
the grey platform. 

The Big Bully is on the large 
brown platform. Remember the low 
platform nearby has some Yellow 
Coins If you need energy. The best 
tactic is to stand near the edge, 
sidestep to avoid the Bully's attack 
and then land a punch or two, 
pushing him off. Once the Bully has 
Wien into the lava, the Star will 
appear and whizz off to ftoat above a 
stone building. Steps promptly form 
lo help you across, but beware them 
falling away! 


Bully The Bullies 

Stars 

Otucnvt: Defeat three 5 mall BulUes 
(and their Dad!}. 

Guide: Retrace your steps to where you 
defeated Big Bully for Star One. Ride 
the mesh platform across lo a second, 
bgger platform with three small 
Bullies on i* Once again, it’s crucial to 
gel the timing of your punches right, 
but with the added complication of 
keeping track of three baddies. Try to 
sepaiale them so you only take on one 
at a »*me. The final surprise is the 
appearance of a Big Bully, but it you've 

8 Coin Puzzle 

Sian 3 

OtiECTrvi: Collect 8 Red Coins from 
Bowser's sliding puzzle. 

Gutoc: You couldn’t ask for an easier 
Star. Simply toddle over to Bowser's 
sliding block portrait, collect all the 
Red Coins and then the Star which 
appears on the grey block. 

N8: II you’re standing on the 
puzzle when it completes Bowser's 
portrait, five Yellow Coins will spew 
from Bowser^ mouth. 



worked out Mario 1 * punching 
Technique he's easy meat. The Star will 
appear in the centre of the platform. 
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Red-Hot 
Log Rolling 

Star a 

Objective; Collect Star by Rolling Log. 
Guide: Follow the start path around to 
the grey platform with a Small Bully, 
go right onto the light brown platform 
and forward onto the floating grey 
plat forms. Go right, watching out for 
the lava. Jump onto the light brown 
platform and then the oclagonai 
platform with two Small Bullies. 
Ignore them and jump onto the black 
mesh platform. Be careful as there are 
three flamejets to dodge. The 
platform carries Mario to the Rolling 
Log area. Once you step onto the 
Rolling Log it will instantly begin to 
move, rolling opposite to the direction 
Mario moves. Remember, Mario can 
walk - he doesn't have to run. A good 
camera position is vital as it 1 * easy to 
lose sight of Mario. Once the log is 
close to the end platform, tump off 
and collect the Star! 











Super Mario 64 


Hot Foot It 
Into The Volcano 

Stax 5 

OtjEcnvt: Collect Star from 
highest platform inside Volcano, 



Guide; Enter the volcano and go 
left along black rock strip. Leap 
onto the orange ledge and follow 
it up. There's a Smalt Bully to 
avoid and after him a section of 
falling wall. 

Next you’ll see a series of small 
platforms leading upwards. If 
you Ye low on energy look nght to 
see a Heart on a small platform. 
After obtaining full energy, slowly 
make your way up the platforms. 
At the end of these is a long 
platform with two flamejets 
followed by a Small Bully. You'll 
now be at four poles for Mario to 
leap between. The Star is on the 
final platform, just between a pair 
of pillars. 

NB: If you die in the volcano, 
but have lives left, when you 
jump back into the Course you 
will return directly to the Volcano. 
Since there are no extra lives 
Inside the Volcano, it’s a good 
Idea to use the Green Koopa Shell 
(see Secrets) and surf around for 
all the extra lives before entering. 


Collect 100 Coins 

Stax? 

Oaiecttvi: Find and collect 100 Coins 
(or equivalent). 

Guide: Since the key to getting the 
hardest coins Is the Green Koopa 
Shell, you must select Star 5 or higher 
to be successful. The best technique 
is to go around on foot or Wing Cap 
first, collecting coins from higfvup 
places such as the Bully arenas. Then 
collect the Green Koopa Shell and surf 
around collecting the bulk of the 
coins. 

The Shell will last until you hit 
something, so be cartful and remem¬ 
ber you can move very slowly with it 
The final 20 coins or so can be 
collected from the Vokano, but 
remember once in there's no way out 
other than exiling the Course. 

Maximum Com Scott: 

130 Yellow Coins (or equivalent). 

63 Yellow Coins out in the open. 

16 Yellow Coins won by defeating 
enemies (Including two Blue Coins 
from the Spinning Eyes). 

5 Yellow Coins inside a Crate. 

5 Yellow Coins on Bowser’s Sliding 
Puzzle (see Star 3J. 

B Red Coins (16 Yellow Coins) located 
on Bowser's Sliding Puzzle. 

23 Yellow Coins inside the Volcano. 
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Elevator Ride In The Volcano 


Stax 6 

OwecnvE; Collect the Volcano’s 
Second Star, 

Guioc: lump, fly or surf into the 
Vokano, go right and jump on (he 
checkerboard platform, It will move 
around until you have to jump to the 
next one. This will circle around a 
pole you must jump onto. Move up 
this and do a handstand at the top. 
The platform above has a grey block 
spewing out flame as it rotates. 
Simply wait for the flamejet to be 
pointing away and then jump 
directly onto the next pole. 
Remember to aim with Mario’s back 


to where he wants to go. Shin up 
this pole to another platform. Now 
carefully jump to the platform with 
Star 6, 




Shifting Sand Land 

Entry Requrement: 30 Stars or more 

Description; A gorgeous desert landscape surrounds a huge Egyptian Pyramid. 
Notable features are a swirling desert pool, wbkb sucks you to your death, a 
huge tornado which spins Mario Into the air, and a flat stone maze with huge, 
tumbling blocks (watch out for the sides with useful holes in them). 


In The Talons Of Big Bird 

Sru 1 

Oertctivi: Steal the Big Bird’s Star, 

Gutoc: You need to get across the 
Slone Maze and there are three ways 
to do it. You can walk across the 
Maze, taking care to avoid the Hollow 
Blocks - often at crucial junctions the 
hollow side will come down providing 
Mario a place to hide while it passes 
over. Alternatively, you can fly or surf. 

At the start of the Course, there's a 
Stone Temple. On the roof are a Red 
Exclamation Box and a Yellow Exclamation Box. the latter containing a 
Green Koopa Shell. The roof Is too high to jump on normally, but If you 
stand a tittle in front of the far left pillar - on a shallow rise - then a backflip 
will get you on top with a Utile practice. Alternatively, you can jump on the 
Pink Copter Crealure. 

Once you've crossed over the Maze, you should talk to the Pink Bob-omb 
Buddy by the tiny oasis with a little water pool. This will activate a Cannon 
on the right comer of the Stone Maze which you can use later. Near the 
oasis, you’ll see a Column which the Buzzard circles around. You can simply 
walk or surf up this Column and then leap to collect the Star from its talon. 
The Star will whizz off and rest between the two Columns on the lar side of 
the pyramid. 



Shining Atop The Pyramid 

Stax 2 

Oft.iECTwi: Collect the Star from the Pyramid's top. 

Guide: There are three ways to do this. Firstly, you can fly there by using the 
Stone Maze cannon activated by talking to the pink Bob-omb Buddy. 

Secondly, you can use the Green Koopa Shell from on top of the Stone Temple. 
You need to surf all the way around the Pyramid, surf up the stone enl ranee then 
spiral around to climb to the topi. If you begin Losing speed, dip down and then 
turn up suddenly for a new burst of acceleration. This is trkky, 
because if you hit any sharp edges you'll instantly lose the 
shell and probably slide into the quicksand. The Star Is 
actually In a tiny hole at the Pyramid's top, so be careful 
how you approach \l 

Thirdly, you 
can walk, fly or 
surf lo the 
Pyramid base. 

Now instead of 
walking into the 
entrance, go 
right and 
backflip onto 
the ledge there. 

Make your way 
up the Pyramid 
u$mg this 
technique. 
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Ploying Guide 



Inside The 
Ancient pyramid 

Star 3 

Objective ; Collect l he Star inside the 
Pyramids roof. 

Glide: Fly* surf or walk across the tone 
Maze and enler the Pyramid using the 
sloped entrance round the back. Go 
right until you see a wooden cube Chat 
periodically slams down. Do a backflip 
onto it and then jump onto the First 
Level. Head hack the way you came to 
li nd a pole guarded by I wo 
Goombahs. Climb up (he pole and 
rump onto the second level. Go 
forward and jump onto the steel 
mesh, hold.ng down 'B' as you climb 
across to the other side. Climb up Ihe 
steps to the third level and watch out 
for a rolling log. Use the Rotating 
Heart to restore any lost energy, jump 
up the sliding platforms to Ihe fourth 
level Walk forward and around. Climb 
up the pcHe to the sixth level. Now 
you'll see another huge cube jumping 
along a narrow walkway. You can 
either run under it. or leap on it and 
let it carry you across. Go up to the 
seventh level doing a normal Double 
lump to get to the ledge with Star y 
NB; An alternative route is outlined 
m Star 4 - simply jump off the 
elevator as it begin Its descent. The 
Star will be immediately forward as 
ihe descenl begins, so jump to a 
nearby platform to miss out much of 
Ihe climb outlined above. 


Free Flying 

Stars 

OsiccTivt; find and collect all eight 
Red Coins, 

Guide: From the start, turn around 
and go forward along an 
increasingly narrow strip which 
leads lo Red Com s. You'll need to 
tiptoe near the end lo avoid 
slipping, flow go to the Stone 
Temple and punch the Far crate for 
Red Coin 2. 

Next go onto the Stone Maze 
and collect Rid Coin 3. Exit the 
Stone Maze and collect Reo Coin 4 
from the water pool. Now tiptoe in 
the shadow of the palm tree to 
find a warp which will take Mario 
to the far end oFthe stone 
platform where the Stone Maze 
Cannon is. Collect a Wing Cap. 
jump in, fly around to collect Ren 
Coins 5, fr, 7 and 8. Then land on 
top of Ihe Stone Palace for Star 5! 



E 



Stand Tall On The Four Pillars 








Star 4 

Oiitorvi: Stand on the four Pillars to 
blow Ihe Pyramid's top* then defeat the 
Hands, 

Guide: When maxxed out on fives, 
collect the Gieen Koupa Shell From atop 
the Slone Temple and then surf across 
the top of each of the Four Pillars. You 
don’t need to collect the Yellow Coins 
above I hem, just travel across their 
tops, When you Finish this, you ‘11 hear a 
tune and the Pyramid's apex explodes. 

Now use one oF the techniques outlined 
for Star 2 to reach the top. 

Once on the Pyramid’s lop, drop onto 
an elevator which takes Mario to a 
stone blockhouse. There's an entrance 
on its side which is otherwise almost 
impossible to teach. Walk in here to 
Find a pair oF Stone Hands which will 
try and squish Mario, but the main 
danger Is that they might push him off 
the platform. The Hands begin with sideways stomping attacks, then push 
forward, retreat and finally open up exposing an eye In each palm. You have 
to punch them when open. Three hits arc needed per Hand. 


Pyramid Puzzle 

Star 6 

OvjECTfYE: Collect Five Special Yellow Coins from Inside the Pyramid. 

Guide: use the same route as For Star 3. but don't jump onto the Siar ledge, 
instead, go to the break in the low wall on your right, look down and yoiill see a 
narrow ledge with Yellow Coin 1 on It, Drop down to it. Now turn right and look 
down to see another liny ledge with Yellow Coin 2. You'll need to do a small jump 
to gel to iL From there, look behind you and down for another tiny platform with 
Yellow Coin 3 - another small jump is needed. Now drop down onto the trough 
with moving sand. Yellow Cents 4 and 5 are here, with Star 6 at the end. 
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Collect 100 Coins 

Star j 

Objective; Find and collect 100 Yellow Coins (or equivalent). 

Guide: The key here is making a thorough collection ol Coins before finishing 
off Inside the Pyramid which has a whopping total of about 6s Coins. But 
remember once you're in, therels no way out except by exiling the Course 
completely. 

The Santos are particularly importani enemies* make sure you attack 
them away from quicksand and whirlpools so no Coins are lost. The Blue 
Coins are also crucial and, nastily, they donT appear beside the Blue Coin Box. 
Maximum Corn Score: 130 Yellow Coins (or equivalent). 

22 Yellow Coins won by defeating enemies ( 5 anbos and Goombahs are the 
main sources). 

8 Red Coins (16 Yellow Coins) see Star 5. 

13 Yellow Coins inside Crates, 

14 Yellow Coins on the sand outside the Pyramid. 

So Yellow Coins inside the Pyramid. 

15 Blue Coins from Blue Coin Box inside the Pyramid (see picture below). 












Super Mario 64 


Dire Dire Docks 

Entry Requirement: 30 Stars 

DtKRfPTKM: After the arid, hellish terrain of the previous two Courses. Dire D>re 
Docks provides a kinder, gentler environment. The only serious hazard, aside 
from the water itself, is a whirlpool in the first a*ea - a torrent of bubbles which 
will pull Mario to his doom If he's not careful. 

In the second area, the Docks themselves play host to Bowser's very own 
nuclear sub. Take its Star, and Bowser wi II set sail for Bowser World Two with its 
entrance appearing before Course 9^ own entrance. 


Board Bowser’s Sub 

Suu11 

QagnM: Clamber aboard the sub 
and grab its Star. 

Guide: Dive downward, taking care to 
avoid the central whirlpool Swim 
through the tunnel, picking up Yellow 
Coins to restore energy, and follow 
the arrows through to the docks. 

Swrm to the surface and climb out 
Find the Purple Exclamation Switch 
and step on it. This will materialise 
crate steps. You'll hear time ticking 
down, but keep your nerve and get 
aboard. The Star is just forward of 
the sub 1 * mainsail 
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Chests In 
The Current 

Star* 

Oaittnvt: Open four Treasure Chests 
in the correct order. 

Guiof: At the bottom of the first area 
four Treasure Chests are arranged 
around the whirlpool Open them in 
this way with directions relating 
toward their positioning by the 
whirlpool Treasure Chest One rs at a 
right angle to the whirlpool with a line 
of coins pointing to it from above. 
Treasure Chesl Two is facing directly 
away From the whirlpool, while 
Treasure Chest Three is facing it. 

The final Treasure Chest is right 
beside the whirlpool, so approach it 
very carefully. When it opens, the Star 
will whizz off and appear by the 
tunnel entrance. If you make a 
mistake you'll receive an electric 
shock and must restart the sequence. 


Pole-Jumping 
For Red Coins 

Star 3 

Owarvi: Collect the 8 Red Coins 
suspended above the docks area. 
Guide: To reach the Coins you need 
poles which only appear after 
Bowser's defeat in Bowser World Two. 
If youVe done this, swim through to 
the second area and use the Purple 
Exclamation Switch to activate the 
crate steps. 

Climb up the steps furthest from 
the Switch to reach a floating metal 
platform. You’ll find Rto Coin 1 here, 
while Rto Coins 2,3 and 4 are 
available in a line to your left. Jump on 
the pole to collect them. Watch the 
pole's shadow to help judge when to 
leap up and catch hold of it. 

Return to the start platform. Catch 
the other pole which goes to the 
central platform. From here go left to 
collect Ria Coin You'll need to swap 
poles twice - they briefly pause 
opposite each other. You'll arrive at a 
platform with a Blue Coin Box. A pole 
goes right from here to Rto Coin 5. 

Go back to five central platform. Go 
forward from (here on another pole. It 
wilt be met at a right angle by another 
pole which will take Mario across to 
Red Coin 6. Another pole runs parallel 
to this pole and you must leap over to 
It, in a gap between two waits, for Red 
Corns 7 and 8 Take your lime to get 
the timing rlgtit for this. Then return to 
the central platform for Star 3, 



Switch Caps 


Tower Of The Wing Cap 

Entry Requirement: 10 Stars. 

Location: When you collect 10 Stars, a ray of 
sunshine illuminates the star emblem in the Castle 
Foyer. Stand on the emblem, press the top yellow 
button to zoom in, then look into the light to be 
transported into Ihe sky. (Although the light will 
vanish after Mario's first visit, you can always 
return by looking up as before.). 

Description: The Wing Cap Tower consists of three 

rainbows and four towers surrounding a castle turret Flying too dose to the 

sun returns Mario to the Castle Foyer. 



Objective It Activate the Red Switch. 
Guwx: land cm the lower and jump 
on the Red Switch, this will instantly 
turn on all the Red Exclamation 
Boxes throughout the game and 
you'll be given the option to save 
the game. Do so. 




OuiCTrvt 2: tolled All $ Red Coins 
for a Secret Castle Star. 

Guide: You enter the level flying. 
Swoop down and fly around anti¬ 
clockwise to collect lour pairs of Red 
Coins. The first two are straight 
ahead; fly precisely between them 
so each of Mario's hands touch one. 
Now turn sharply left and dive down 





toward the next two and so on, until 
ail eight are collected and the Star 
appears above the tower by the Red 
Switch. The Wing Cap won't last long 
so you must get every coin on your 
first pass, remembering to lurn In 
tight for the Star itself. 



Cavern Of The Metal Cap 

Entry Requirement: ist Bowser key. 

Uxatkmi; Course 6's Underground lake section; walk 
down the marble steps from the Castle and into Ihe 
Green Sewer area. Go through the first door and bear 
right. Keep going forward until directly before a fire 
picture, then turn right. Go through the door with a 
Yellow Star and jump into the liquid metal pool. 

Now bear left and long jump across the pit. Go right across red 
scaffolding by the Black Hole, then jump onto the green path. 

At the end ol the path there's a door on the right; Inside a big Elevator 
descends to Ihe Underground lake. Swim toward the blue Beast and jump 
out of the water onto its back Bottom bounce its back to lower its neck. You 
can now walk up and stand on its head. Guide il toward the door with a red 
scaffolding platform before it. Enter door and follow corridor to second 
Metal Pool. 

DtscRiNTKM: The Metal Cap Cavern is basically a long canal with stone 
platforms and a bridge over it At one end of the canal Is the Green Cap 
Switch, at the other end is a waterfall which deposits Mario in the Castle 
Moat's waterfall - be careful of the current dragging Mario here! 


OvtcTTYt 12 Activate the Green 

Switch, 

Guide: Maiio begins wearing a Metal 
Cap, so hurry forward through the 
Shooters guarding the entrance. 
When you arrve at the canal, a sign 
tells Mario he should go left for the 
Switch, lump onto the next 
platform, using the Metal Cap to kill 
the Shooter. Jump left and kill the 


Final Shooter, then carefully walk 
over the narrow bridge. Now 
forward across two platforms and 
stomp on the Green Switch! 


Obpictivi 2; Collect All 8 Red Coins 
ter a Secret Castle Star, 

Gumn: As usual you can 
collect Red Coins in any 
order but here's our 
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*ecommetided route. 

Rft> Coins 1 ft 2 are beside 
■he Green Switch, white 
Coins 3 & 4 am in a tittle cell just 
before ihe Switch. Now make sort 
youVe got a fresh Metal Cap and 
jump into the water beside the 
Gteen Switch Re a Coiw 5.6, 7 and 
8 are arranged In a circle around the 
Green Switch Plat Form, with the 
Slat appearing in the middle of 
some yellow Coins, You must be 
quick because the current Is very 
strong and, withoul the Metal Cap. 

Vanish Cap Under The Moat 

Eniny RmuiPEJAF ni : Bowser's 1st Big Key opens the Basement, 

Location; Enter one of the two central doors in the Castle Foyer, go down the 
staircase and through I he door. Go down the marble steps, through the first 
door into and bear right, then take the next right turn to arrive at a plain 
wooden door Enter and continue forward; swimming through water until 
Mario arrives in a room with two pillars in a pool of 
waiei, Bottom bounce Them both to drain water. Now 
you can open the metal door and exit into the Moat 
which is free of water Go right to find the entrance, 
DfSCRietiox; The Blue Switch Palace consists ol a tong 
metal slide down to a broad .edge. Fire patrols both 
ends of the slide, after which the course twists around 
leading into a series of seesaw and rotating platforms 
before the Blue Switch. 

Exclamation Box, then jump to the 
right, middle platform for another 
Irfe. and again to the right for one 
more life. 

Now you can see Rid Corns 3 and 
4 on platforms to Mario’s leh. lump 
over and collect them, then slide 
down. Run around to the left, 
avoiding (tames, and jump onto the 
see-saw platform. Then rump up 
and run forward, avoiding flame and 
£l«irabalt. 

YotTre now on a platform at the 
start oF the rotating platforms. Leap 
from the first platform onto a See- 
Saw wilh Red Coins 5 and 6 at either 
end. Balance the See-Saw to collect 
them. Then jump onto the next check 
platfotm as it rises, quickly jump 
forward onto the next descending 
platform and keep with it as it begins 
to rise, At t he top of its movement is 
Rf 3 Com 7; carefully jump forward 
just before it flips to collect the Coin 
aod move to the next, ascendmg 
platform. Jump off This just before it 
flips lo reach Ihe end section. 

lump on the Blue Switch, then 
use the Blue Exclamation Box for a 
Vanish Cap to walk through the red 
scatfolding. Collect four Yellow 
Coins for an extra life, and Red Coin 
8 for a Start 


Obiictwi 4: Adivate the Blue Switch. 
Guide; See Objective 7 Guide, bul 
ignore Red Coin advice as necessary. 

Oiiicrrvt 21 Collect every Red Coin. 
Guide; Coins can bp collected in any 
order, but the following route rs 
recommended. 

There are four Red Coins on the 
first, slide section. From the start, 
walk forward and look down to see 
tilt* Coin 4 on a platform near the 
right wall. Slide down (0 collect If, 
remembering to jump just before 
the platform to brake Mario's speed, 

Now look left to see Red Coin 2 on 
(be next, middle platform. You can 
jump there directly, at the cost of 2 
Energy Units on impact, or do small 
jump and slide to it. 

Use the same procedure to jump 
to the next, Left platform, Collect an 
extra life from the Yellow 
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Mario wilt be quickly swept away 
Fortunately, the current weakens 
later on and Mario can leap out 
onto a platform. 
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Through The 
Jetstream 


Star 4 

Oiiective: Swim through five 
consecutive jet stream rings 
Guide: In the second, dockland areas 
there's a central pet stream vortex 
which constantly releases water rings, 

The key Is finding the right place and 
letting the rings rise around Mario. 

Each ring provides Mario with extra 
energy as welL, so don't worry about 
breathing. When Mario’s been through 

five rings, the Star will whir? off into the jelstream. Mario can retrieve it by 
simply swimming, bul this is extremety difficult. It’s best to return to the surface. 
Backflip over the mesh walls and colled the Metal Cap. Then simply walk into 
the jetstream, 
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The Manta 
Ray’s Reward 

Stmts 

OijECTFYEr Swim through five 
consecutive water rmgs left In the 
Manta Ray's wake. 

Guide; Unlike Star 4, the key here is 
swimming as fast as possible. Get as 
close as you can to the Manta and 
keep on ils tall, swimming like mad to 
go through the rings as they appear. If 
you dawdle, the rings drift away and 
chasing after one will leave you too far 
from the Manta Ray to get the next. 
Swim through five consecutive rings 
and the Star will appear just above Ihe 
whirlpool, so approach with caution. 



Collect The Caps 

Stai 6 

Objective; Collect the Caged Star. 
Guide: Go through to the second 
dockland area. Do a backflip over 
the red scaffolding and collect the 
Vanish Cap horn the Blue 
Exclamation Box. You can now 
jump In the water and swim for 
the caged Star. 

Alternatively, while Mario Is 
dematerialised walk through the 
next red scaffolding wall and 
collect the Metal Cap. Now jump 
Into the water and walk right into 
the cage for Star 6, 



Collect 100 Coins 

Star/ 

Objective; Find and collect too Coins 
(or equivalent). 

Guide: Since there are only 106 
Coins it's a very good idea to 
combine this objective with Star 3. 
Remember you need to collect Star 
7 (which will let you save and 
proceed) before Star 3 - which will 
take you out of the Course, 

The Coins are mostly easy to find, 
but watch out for the line of Yellow 
Coins on the wall near the Course’s 
start and the circle of Yellow Coins on 


Ihe floor of the second area. Also, 
there's a line of Yellow Coins by the 
hole through which Ihe submarine 
has gone - there’s a very strong 
current here which can pull Mario out 
of the Course if you're not carefu L 
Maxiwum Coin Score: to6 Yellow 
Coins (or equivalent) 

Hist Water Area: 

42 Yellow Coins. 

Second, Docklands Area: 

B Red Coins (16 Yellow Coins) 

6 Blue Coins (30 Yellow Coins) in 
Blue Box, 
iB Yellow Coins, 








Super Mario 64 



Snowman's World 

Cmtkt Requirement: Second Big Key and 50 Stars. 

DucvfPTioa; The second snow world is built around a huge Snowman building at 
its centre. Although surrounded by ice and wood platforms, the Snowman is 
actually alive and will try to blow away any 'ants' which dare to walk on it! 

Surrounding the Snowman are numerous ponds and pools, one is iced over, 
another slowly drains energy while the most hazardous acts iusi like lava - the 
slightest contact shooting Mario into the sky howling with pain. 


Whirl From The Freezing Pond 

Siam 

Oiiccnvi: Use Flowerhedd to reach top oF snowbank. 

Guide: To the right of the Snow-Wave Machine there's a wooden wall providing an 
unelimbable face to a high snowbank. On lop of this are two Yellow Exclamation 
Boxes, the left containing Star 4 and the right a Green Koopa Shell. It's possible 
to get onto this snowbank by doing a backflip off the tree fust beside the sign 
before the Freezing Pool You'll need to run and jump on the snowbank - \X% not 
easy, but it is possible. Alternatively, you could shoot Mario there using the 
Cannon activated in the Igloo {see Star 6). 

An easier option, is to Jump onto the Snow-Wave runway. Notice how one of 
the Flowerheads actually emerges from the Freezing Pool. If Mario jumps on him 
Just as the he’s doing this, he will spin up into the air and can be guided onto the 
snowbank. Now simply walk over and collect Star 4. 


Snowman’s Big Head 

Siam 

Objective: Grab the Star from the top 
of Snowman's head. 

Guide: There's at least two ways to 
do this, if want the easy way, skip 
ahead to Star 6 and come back 
when you've got that. Okay, 
presuming you’ve activated the 
Cannon it^s pretty obvious, Isn't it? 
Aim directly over the Star, 
compensating for gravity, air 
resistance etc, and Ore! 

Alternatively, traditionalists 
preferring to take things in proper 
order should go forward and circle 
around to the pond behind the 
Snowman. Jump over the snow- 
waves, then Double jump or execute 
a Backwards Somersault to clamber 
onto the top of the Machine. If you 
get caught by a wove, try to move 
ahead of it and then jump. 



Carefully follow the path around 
up to the transparent ce bridge. To 
get past the Snowman's breath you 
need to use the Urge Penguin as 
cover. Stand on the Penguin's left 
and copy its moves. If you find this 
difficult, use a backflip to jump on 
top of the Penguin's head and cross 
the ice bridge In style! 

After reaching the other side of 
the ice bridge, Mario can easily 
collect Star 1! 



Chill With The Bully 

Star 2 

Otiinwt: Freeze the ke Bully. 

Gun*: Go forward and left to find the 
super-cold lake with an ice sheet 
suspended above it. Patrolling on top is 
a blue ke Bully with an orange spike, 
fortunately, the let Bully doesn't cope 
with the ke that well. If you stand dose 
to the edge, and backflip over his attack, 
he’ll often slide over and kill himself for 
you! Alternatively, punches and Bottom 
Bounces are required, the latter particularly tricky with the ke Bully's Size and 
speed. Stand near the edge, backflip over the ke Bully and then punch him to 
send him over. Star 2 appears above the ice platform. 



Shell Shreddin’ For Red Coins 

Stars 

Objective: Find and collect every Red Coin. 

Guiot: Coins can be collected in any order, but this is our recommended route. As 
usual, it’s a good idea to combine this Star objective with Star 7, remembering to 
get the 100 Coins before collecting Star 5. 

Red Coin 1: Just right of the Start position by two trees. 

Red Coin 2: By the Yellow Exclamation Box and Snowman just before the 
Freezing Pond. 

Red Coin 3: On the snowbank above the Freezing Pond. 

(For how to get on the snowbank, see Star 4,) 

Red Coin 4: On the snowbank above the Freezing Pond. 

Red Coin 5: On the snowbank above the Freezing Pond. 

Red Coin 6: On the snowbank above tbe Freezing Pond. 

Rid Coin 7: On the super-cold lake beneath the Ice Bully. 

(The super-cold lake acts like lava, the only way to safety cross it is using the 
Green Koopa Shell from the snowbank's Yellow Exclamation Box.) 

Rid Com 8: On the super-cold lake beneath the Ice Bully. 

The Star will appear near the Start. 



In The Deep Freeze 

Stan 3 

Oa iarvi: Collect the Star from inside the 
Puzzle Ice Cube. 

Gum: Couldn't be easier. Go left from the 
start to find the Ice Cube. Enter it from 
behind, then Oouble lump inside opposite 
the Star. Climb on top of the Ice Cube, then 
drop down Into the small hole for Star 3. 
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Playing Guide 


^ , Into The Igloo 

n|w Stjw 6 

OinaivE: Collect the Caged Star. 

Guioc: Obtain the Green Koopa Shell using one of the options mentioned in Star 
4. Now surf up the Incline just beside the Snow-Wav* Machine, There% a line of 
Yellow Coins to show the way. Remember to d«p down, then pull up if the Shell is 
losing speed. To enter the igloo. Mario must crawl - hold down the l button. 
Youll be pleasantly surprised to see Star 6 immediately before you; sadly It'S 
encased in ice and can r t be reached directly. 

Before collecting the Star, go left to find the pink Bob-omb Buddy apparently 
imprisoned behind ke walls. In fact, at the far left s*de there's a tiny gap which 
Mario can sidestep through. After activating the Cannon, as well as collecting an 
extra life and Coins from ihe two Yellow Exclamation Boxes, exit through the gap. 
Go forward past the pink Bob omb and toward the Star. Take the left turn just 
before the Star, and the next left leads to the cell in which the Blue Exclamation 
Box is contained. Backflip on top of the ice wall, drop down and collect the 
Vanish Cap. Retrace your steps to collect Star 6. 


Collect 100 Coins 

Stw 7 

Ofljtarvt: Find and collect 100 Coins 
(or equivalent), 

Guioit Since there are only 117 Yellow 
Coins (or equivalent) it% a good idea 
to combine this objective with Star 
Remember you need to collect Star 7 
(which will let you save and proceed) 
before Star 5 which won't. Also 
remember, you only get one Green 
Koopa Shell - use it wisely. 

Maximum Coin Scon: 117 Yellow Coins 
(or equivalent) 

B Red Coins (16 Yellow Coins) 

48 Yellow Coins by beating enemies 
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15 Yellow Coins out on the snow 
38 Yellow Coins Inside Igloo 
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Bowser Course 1: The Dark World 


Entry RtoumtMMt: 8 Stars. 

Description: The Dark World consists 
of a long, elaborate course which 
doubles back on itself with moving 
platforms, see-saw platforms and 
some nasty traps. 

Objective t; Defeat Bowser and win the 
Big Basement Key. 

Gukh: Walk forward, either leap over 
or tiptoe along narrow bridge. Beware 


ttamejet by Purple Exclamation 
Switch. Step on moving blue tile and 
tel it carry you around. Walk up and 
around stone path - watch out for 
flamejel. Drop onto blue ledge, then 
jump onto rotating blue platforms, 
lump onto grey platform. 

A Yellow Exclamation Box contains 
an extra life. Walk up the wooden 
bridge. Avoid the bombs as you cross 
the blue bridge. 
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There's a Red Coin hidden by the 
third crystal' which you should watch 
out for if you need Energy. Jump onto 
the yellow platform and then onto the 
stone platform. Collecl the three 
Yellow Coins from Ihe Yellow 
Exclamation Box. Drop onto the yellow 
platform as 11% moving away and jump 
onto the stone platform. 

Step onto the moving blue tiles, 
moving off o-nto Ihe right moving tiles 
and then the blue stone platform. You 
will now see two See*Saw platforms, 
jump onto the nearest one and stand 
in the middle of its nearest half. Wait 
until it has see-sawed downward, then 
run upwards and jump onto the 
second, higher see saw platform, 
fump onto Ihe blue stone platform. 

Drop down onto the Purple 
Exclamalion Switch and go up the 
staircase which ir forms. Read the sign 
and tump Into the Green Pipe! 

OBlirnvi a: Find and collect all eight 
Red Coins for a Castle Secret Star. 

Guiof: Coins can be collected in 
whatever order you tike, bul this is our 
recommended route: 

Rio Coin t: Al the Start. 

(Although you won't notice it 
iniliaHy, there's a Red Coin floating on 
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the right. To collect it. go forward and, 
while avoiding a flame jet, step on the 
Purple Exclamation Switch, Mario now 
has ts seconds to return to the start 
and walk along temporary wooden 
crates to collect the Coin.) 

Rid Coin *: By Purple Exclamation 
Switch. Press the Purple Exclamation 
Switch to materialise a wooden crate 
underneath Red Coin 2 - directly 
opposite the flamejet. 

Rid Cow 3: Third Crystal On Slone Path, 
Rto Coin 4: Second Half Of Yellow 
Platform. Swing your perspective 
round as you're standing on the stone 
platform to see Red Coin directly 
below. Wait until the platform's moving 
away, then drop down to collect it. 

Red Coin 5: Blue Moving T les. Stand 
on one and let it carry you around. 

Red Coin 6: On The Sprked Platform. * 
When you arrive on the platform by 
Ihe See*Saw platforms look around 




































Super Mario 64 


E=Br Wet-Dry Land 

Enron REQUi*f*E*r: Second Big Key* 

Description; A huge, boa-shaped room plays host to watery antics with diamond¬ 
shaped switches allowing you to vary the water Level. The most important secret 
is hinted at on a sign within the game; 'the depth players bring*, Basically, the 
height at which Mario eniers the painting sets the Lewi at which hell find the 
water. A bac kflip in at the highest level will set the water at a level otherwise 
very difficult to achievef 
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and you'll see a narrow wooden 
bridge leading to the Spiked Platform 
with an Electrobomb and a Red Coin. 
The Yellow Exclamation flu* contains 
an extra life. 

Red Com 7; fly The 5ee«5aw 
Platforms, To Ihe left of the See-Saw 
Platforms is a narrow blue stone 
ledge with columns rising up to 
support the Platforms. Between the 
final two is a Red Coin, 



Rto Com 81 The Platform above the 
See-Saw Platforms. You need to be 
on the second 5ee’5aw Platform and 
angle it so you can run and jump 
onto the middle perform above. 
There’s an extra life on iNs and you 
can jump from here to the next 
platform and the Red Corn. The Star 
will appear behind the Green Pipe at 
the level’s end When you collect It* 
you’ll be given ihe option to save the 
game. Either way Mario can proceed 
to face Bowser, 

First Bowser 
Confrontation 

Guint: The instant Bowser ends his 
warning speech, Mario should run 
behind him and grab his tail using 
ihe B button. Rotate the Conlmfler 
Stick to spin Bowser around and then 
press B to release him. To defeat 
Bowser, Mario must throw him into 
one of the spiked bombs which 
Surround the circular battlefield. If 
you miss a bomb with your first effort 
- under normal circumstances, the 
nearest bomb al the start is just to 
Ihe left - then one useful tip Is to 
stand near a bomb so when Bowser 
attacks, Mar»o can grab him and 
easily hud him against it. Ka-boom! 
Reward: Bowser will grudgingly hand 
over ihe Big 9asemenl Key, 


Shocking Arrow Lifts 



HAN HIND. 


Stjuti 

Otlicnvt: Avoid Electroballs to 
tolled Yellow Exclamation Bax Star. 
Guide; If you enter the Coutse picture 
at middle height, you’ll need 1o raise 
the water level From the start 
position, jump onto the wooden 
platform behind Mario and step on 
the Purple Exclamation Switch - 
watch out for the fire, A long line of 
wooden crates wilt appear. At the top 
is a Diamond Switch; walk through it 
to raise the water. 

Swim to the floating wooden 
platform nearest the wall and the 
brown tower with two yellow arrows 
on its side. You can backflip from 
here onto one of the smalt arrow 
platforms. These move in the 
direction indicated by arrows on their 
top. Patrolling Electroballs on the 
tower deliver a nasty looking shock, 
but since rt only costs one energy per 
hit just take the pain. Star 1 Is in the 
Yellow Exclamation Box. 


Top O’The Town 

Star 2 

Obiic ttvf: Reach the topmost point of the Course. 

Guide: Again presuming a midpoint water level, swim from the start to a long 
curved concrete ramp leadmg to the main area. Your objective is to get to the top. 
You can use a Koopa Skoopa to fling you there, but tar safer is to find the white 
and red-trimmed box beside a Yellow Exclamation Box (which contains Yellow 
Coins). Push the box away from the Yellow Exclamation Box so you can climb on 
top and use it to backflip up to a higher platform. Another backflip off this 
platform will take you to the top. 

Watch out for the Purple Boss who will try and throw Mario off his building. 
Ron around him and lump onto the wooden plank. It’s very narrow, so adjust 
your view for precision control and move carefully. The plank is patrolled by two 
Electroballs, jump off the plank onto a dark grey platform. There 1 * a grey ball In 
the middle which will release a last-moving flame. If it touches Mario, run in a 
tight circle to avo*f falling off. Besides the platform is a fast-spinning grey 
platform - leap onto it. The Yellow Exclamation Box, containing Star 2 is on the 
nearby checkerboard platform. 
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Playing Guide 


Secrets In The Shallows And Sky 


© Stmi 

OuictiYt; Find Five Special 
Spots. 

Ooidi; As wth Red Cains, these Spots 
can be collected in any order but 
here's our recommended route. 

Either jump in the picture at a low 
point or find the lowest Diamond 
Switch to lower the water (ite In the 
comer just below the curved path 
before Mario when he starts). 

At the far end of the Course, below 
Star i, there's a white and red- 
trimmed box. Move it left along the 
wall to find the Spot u When you 
collect It yoiill hear a weird noise and 
a T will briefly appear. Keep pushing 
the box until Ift under a Yellow 
Exclamation box. lump up for Spot a. 


Now jump onto tne main building 
to your right. Avoid the Koopa Stoop* 
and push another while-and’red- 
trimmed box into the wall for Spot 3. 
Now find t he nearby Diamond 
Switches to raise the water level - 
there's one switch on a white platform 
under the wooden platform you start 
beside. A second is atop a white 
tower, orbited by an Electroball, which 
Is nearby. 

Now you can walk up the curved 
ramp and find the tower which is 
circled by an Electroball. Sneak inside 
its orbit and backflip onto the tower's 
lop tor a Yellow Exclamation Box with 
Smt 4. Now go over to the big cage 
and hft the Purple Exclamation 
Switch, lump up the wooden crates to 



Express Elevator - Hurry Up! 


Sim 4 

Oiiicnvt Race Express Wooden 
Elevator for Star 4. 
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Guide: To do this, you must first 
lower the water to its lowest level 
using the Diamond Switch under I he 
curved path near the start. Next go 
over to the nearby cage and smash 
the crate blocking a hole in the cage. 

Now you have to get to the lop of 
the building without raising the 
water. To do this, use the Koopa 
Stoop* s. Simply make sure the 
Stoop* is facing away from the 
direction you want to be thrown 
when Mario's caught. Repeat this 
twice, then get to the top of cage 
using the wooden crates activated by 


Z 


Go To Town 
For Red Coins 

Stm s 

Ofl.tcnvE: Find and collect every Red 
Coin 

Guide: Secret Town is only accessible 
by entering the wire mesh column In 
a corner of the first area. IF you don't 
want to use the water entry trick (see 
below), you'll have to raise the water 
using the Diamond Switches. The 
water will still be lower than the 
maximum and you'll need the 
Cannon. Near one wall there's a 
floating checkerboard platform with 
the pink Bob-umb Buddy on it. 
There's a floating wooden platform 
beside it. Using the Diamond 
Switches, the platform is too tow lor 
Mario to jump from directly. Instead 
he must long jump diagonally toward 
the wall, then wallkkk off the wall to 
land on the platform. 

This won't be easy and ;t\ a good 
idea to immediately collect another 
Star, perhaps Star 1 again, simply to 


save the game with the Cannon 
activated. The Cannon opens on top 
of the building with Star 1, Now 
simply shoot Mario over into the 
mesh column. 

Alternatively, if you backflip into the 
Course picture at the highest point the 
water will be almost at the top. Mario 
can now pjmp from the wooden 
platform to the Bob-omb Buddy's one, 
but you donT need to. Mario can 
simply jump over into the column from 
the water! 

Once in the wire mesh column, 
Mario must swim downward. There 
are barriers to swim under and then 
over before emerging into the flooded 
Secret Town. There's * Diamond 
Switch right by the entrance to bring 
the water level down. 

Now, at last, Mario can begin 
collecting the Red Coins! As usual, 
Coins can be collected in any order, 
but if Mario dies then every coin is 
lost and must be collected again. As 
usual, it’s a goad idea to combine this 
Star objective with Star 7, 


reach its top. Spot 5 is by the Yellow 
Exclamation Sox. Collecting il will 
cause Star 3 to appear on the wooden 
platform near the start position, lump 
down into the water and collect it. 
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the Purple Exclamation Switch. 

There are two wooden platforms 
by the cage. The one by the Star 
won't move, but the other will - \t\ 
the Express Elevator. Touch it and it 
will immediately begin to descend. 

At this point Mario must lump off - 
the Fall will cost 3 energy units - and 
then run into the cage through the 
space cleared by destroying the 
crate. The elevator will only pause 
for a second and Mar-o must backflip 
onto it before it starts to rise. When 
It reaches the top, simply walk over 
for Star 4. 



remembering to get the 100 Yellow 
Coins before collecting Star 5, You 
should collect as many Yellow Coins in 
the main area before proceeding to 
the Secret Town which has a dozen or 
so Yellow Coins as well the 8 Red 
Coins (16 Yellow Coins), 

Our suggested route begins with a 
visit to Church Rio Coin 1 is in a crate 
on the church steps. Note Star 5 
shadow in church alcove. Drop down 
onto church walls and carefully follow 
them around. Climb on top of a crate 
and jump onto the nearby roof. Punch 


Bowser Course 

Ewtiy Requirement; Course 9's Star l 
Description: The Fire Sea is awash 
with FLame and fiendish traps. 

Unlike the Dark World, falling off a 
platform isn't usually fatal but you'll 
need fast reactions to steer a singed 
Mario back onto the Course after 
touching the Fire Sea. Once again, 
one of the hardest challenges is 
Bowser and if you lose you jump 
back to the Bowser confrontation 
entrance. So stock op on lives 
before entermg the Course so you 
can keep returning to the Tight. 
Objective 1: Defeat Bowsei and win 
the Second Big Key. 

Guide: Walk onlo the mesh 
platform, then jump onto the 
concrete block as the mesh 
platform will descend into the lava, 
lump hack onto the mesh platform, 
then left onto an inverted pyramid 
platform. Watch lor it moving under 
Mar 10’s weight and jump to the next 
one, then back to the mesh 
platform. This will take Mario to a 
concrete platform with an extra life. 
Ahead is a hilly blue stretch which 
rises and sinks in the lava, 
fcitunalely the tops lemain above 
the lava. It^s possible to run and 
jump across without pausing. You'll 
arrive on a platform with a Bully. Go 
forward to the Rotating Energy 
Heart and kill the three Goombahs 
- you might drop down here and it's 
a good idea to prevent them having 
a chance 10 surprise you. 

Go forward and jump onto the 
pole rising out ol the lava - watch 
out lor the orbiting electroball. You 


the crate for Rep Coin a, lump back 
onto the church walls and punch the 
two crates for Red Coins 3 .3r d 4. Go 
to ihe right of the building with Red 
Coin 2. There are two trees and a 
Yellow Exclamation Box (containing 
an extra life). 

Oo a handstand on the tree nearest 
the white building. Hold jump down 
hard and Marioll catch the lop of the 
building with tils fingertips. 

Otherwise, you'll have to wall jump to 
get on top. Punch crate for Rio Coin 5.. 
Now go round to the left side. There's 
a green trough between two 
buildings. Wallkkk between the 
buMdIngs to get to the top. Red Cows 6 
and 7 are in wooden crates, one 00 
each building^ roof. Now simply 
col lect Red C»n B from Ihe roof of the 
church and Star 5 will appear belcw. 










Super Mario 64 


le Fire Sea 


can backflip Iron here onto the end 
stone piatform, where a Yellow 
Exclamation Box contain a few Yellow 
Coins, lump From here onto the next 
stone platform, watch for It rotating 
under your weight - note Red Coin, 
Jump onto the green striped pole and 
climb up. It you do a handstand at the 
top r you'll get an extra life. Then walk 
over to stone elevator. 

This taws Mai io to another stone 
platform. Jump onto the yellow 
platform as It's going away from you 
and lump again to a vend ftametet. Run 
up grey slope* jumping lo get to fop. 

Go down slope, jumping to stop 
slide into lava, lump up to wire mesh, 
using & to hang on as climbing over 
lava if you want Ihe Yellow Coins - if 
not . jump on top of the mesh and 


* 
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walk over, Walk over two sliding grey 
platforms. Run past two Bullies and 
go upwards. This whole area is rising, 
so watch for shadows indicating 
objects which may soon come into 
reach A Yellow Exclamation Bo* 
contains an extra life. 

The last platform rises 10 meet a 
stone pathway Follow this around, 
watching out for F lameball and 
Ft/zing Bomb. A Yellow Exclamation 
Box contains a lot of coins. 

There's another lava tidal area. 
Walk down at low tide, wail for the 
Hamejet, then lump to the nearest 
blue lop, then quickly to the nexl 
where you can pause before repeal ¬ 
ing the procedure. There 1 * a Rotating 
Energy Heart at the end to top up lost 
energy - remember, if you do get 
singed with lava you can still control 
ihe direction of Marlons c wed leap. 
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Quick Race Through Downtown 


Stm 6 

Osiictivi* Use Vanish Cap to collect 
Secret Town's Caged Star. 

Guim: Go to Secret Town using the 
same route outlined for Star 5, 
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Drain water to its lowest level. Find 
Blue Exclamation Switch on the 
right or the Church. Run forward to 
left of building immediately ahead, 
turn right and run around the back 
of it over Purple Exclamation 
Switch. Bear right, running through 
grey brick walls, and into cage, 
jump on wooden crate (briefly 
materialised by Purple Exclamation 
Switch), backflip and climb up 
normally for Star 6. 

H is possible to reach this St ar 
without the wooden crate, by doing 
the waflkick Inside the cage, but ilS 
a little tricky. Use the Vanish Cap to 
exit the cage if you want to rerun 
the procedure for the crate. 


Now jump onto the mesh platform 
and climb up the blue pole. Jump off, 
using Mario's hat as a guide, then 
walk across and wait for second pole 
to rise up. lump on t then jump off 
onto the stone platform, jump onto 
the third pole and lump off at the top. 

To meet Bowser, run over the 
yellow blocks then drop down 
through funnel, 

OwKtrvf 2 Find and rolled all eight 
Red Coins for a Castle Secret Star, 
Guide: As usual, Coins can be 
collected In any order hut this our 
recommended route. 

Rco Cow i: On Mesh Platform. Walk up 
the mesh walkway which leads off to 
the left from fust belore the first Bully, 
Rio Com 2: On Rotating Stone 
Plalfrwm Jump a fpw times if the thp 
platform's angle becomes too sleep 
under Manors weight, 

Rio Coin 3: In Mesh Room. Adjust Ihe 
camera angle until you spot the Coin, 
then use a backflip or double lump to 
collet l It. 

R to Cent Below Grey Stone Elevator, 
Quickly step off Elevator as it rises, 
then drop dnwn under it to collect the 
Coin and land near the Butty. 

Rco Coin $; On Island right of Stone 
Slope. Just before Ihe climbing 
frame. so right along top of slope 
then go up to island. 

Red Coin 6: Above Third Stone 
Platform, Just before Ihe final stretch, 
there are a series of mesh-linked 
stone platforms which are slowly 
moving up and down. The Coin Is just 
above the last but one platform. 

Red Coin 7: Near Iasi flame jet in lava 
sea. See Objective 1 Guide for more. 
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Rid Coin 8 : Above Third Pole. Simpty 
do a handstand to collect this Coin. 

Now the Star will appear above the 
srone roof at the start of this section, 
To get to it, do a handstand on the last 
pole and jump onto the stone platform 
with ihe Yellow Exclamallon Box, Now 
crawl along the lop of the wall to 
reach the next plat form where the Star 
and an extra tile are. After collecting 
the Star, go on lo meet Bowser. 

Second Bowser 
Confrontation 

Gum&c: As soon as you survive 
Bowser's initial temper tantrum, run 
lo the edgp nf thp ba t Upheld beside a 
bomb. Bowser wilt tilt the battlefield 
again, but if you survive this Bowser 
will eventually charge you. Crouch 
down and backflip over him. Bowser 
should now be balanced on his toes 
f rying not lo fall off Quickly grab his 
tall and beg n swinging him around, 
rotating the joystick as usual. 
Slamming him Into the bomb should 
be relatively simple. 

Reward; Bowser hands over ihe 
Second Big Key, giving access to the 
Castle's top floor. 


Collect 100 Coins 

Star; 

Ovkctive: Find and collect too Coins (or equivalent). 
Guik: As long as you've got a good route through to 
the Secret Town this is relatively easy. Once again, it's a 
good idea to combine this objective with Star 5, 
Remember you need to collect Star 7 (which will 
let you save and proceed] before Star 5 which 
wilt take you out of the Course. 

Maximum Con Score: 163 Yellow Coins (< 
equivalent) 

39 Yel low Coins on the ground. 

36 Yellow Coins in Yellow Exclamation 
Boxes. 

15 Yellow Coins hidden ins ide Crates. 

11 Yellow Coins won by defeating ( 

enemies, | 

6 Blue Coin (joYeflow Corns) From ' 

Blue Coin Box. 

8 Red Coins (16 Yellow Coins) In the 
Secret Town (Star 4). 



\ 


join us next 
month for the 
final part of 

this MASSIVE 
solution! 
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Mario's reptilian (yet cuddly) 
sidekick gels a second game to call 
his own - Shi geru Miyamoto's tas/iPi 
island 64. You think you've seen bright 
colours? You ain’t seen nothin' yeti 

Go! Go! 

Troublemakers 

Of Yuke! Yuke! if you prefer. This 
Vi/ btzarre platform/shoot-'em-up/beat- 
hybrid from Enix is eagerly awaited by everyone in 
the office, though weYe not keen on the newly-announced 
American title. Mischief Makers? Che! Sounds like a spinoff from Rugrats* 


The Legend Or Zelda 64 

What, again? Yes. again. Face it - this is one game you won't be able to 
get enough of before it appears. Whenever that might be. 


There aren't many N64 games on the shelves Down at you* local branch oy Game, are there? Worry not -there'll 

BE MORE ALONG SOON. PROBABLY. THE GAMES OVER THE NEXT 1? PAGES WILL BE SHOWING UP AT ART TIME BETWEEN NEXT 
MONTH AND THE END OF 1998 - HOPEFULLY SOONER RATHER THAN LATER! 


PALACE 

Yoshi's Island 64 


Quake 64 

® fbr all those who think that 
N64 games are just too full of 
cuddly, fluffy, happy characters-., wad 
till you get a load of this! 


Extreme G 

Acclaim take it to the limit one 
more time with this futuristic 
blke-cum-megadeath weaponry game. 
Don't forget youi helmet. 


Lamborghini 64 

© More very expensive motor 
cars are pushed beyond their 
limits, and there isn't a sign of Jeremy 
Clarkson or that racing driver bloke 
with the face like leather. 


OOP 

1 *•« '* 


Kirby’s Air Ride 

C f| Minor league Nintendo manat 
w in backwards baseball hat 
fashion disaster shocker! 












Previews 


MOST LOOKING FORWARD TO... 

What ahc thi came addicts at 64 Magazine itching to plat this 
month? It’s... 


Quake 64 

The news that Nintendo* own 
Goldeneyeooj will have a lour 

player mode In the style of Mario « 7 

Kart (well, not quite - Bond taking \ .. ^ 

outBtofeldandco withKoopa ^ * * 

shells doesn't sound quHe right) * ^ v 

gives all I hi Wood-craied m ^ 

dealhmatch fanatics in the office 

hope for the future, and the possibility of 64 DD network support leaves 
them positively frothing from various orifices. For more info on Quake (Me 
you've never heard ol it - you’d need to have been living inside that Martian 
meteorite for the past million years not to have done so) see the preview on 
page 92, but suffice It to say that It’s one game where playing against a 
human adversary is very definitely the way to go. Charge nailguns! Rev 
chainsaw! Splaaaaatta! Course, if doesn't have a multi-player mode It’ll only 
score three percent,,. 


RobotronX 

Welcome to the mecha-jungle! 
It's kill or be killed In this 
update of a classic arcade machine. 



Earthworm Jim 3-D 

© Another la miliar old face, 
albert a segmented and 
spineless one, makes the transition 
to the Nintendo 6$, 


Mortal Kombat 
Mythologies 

All those different versions of 
the game, and they still haven't 
learned how lo spell 'combat'... 

Castlevania 64 

Stilt more 64 bit updates, 
this time of Konami'S long- 
running vampire hunting series. 

And It looks great! 







Coming Soon To An 
N64 Near You... 

This IS a pretty much complete list of N64 titles in development around 

THI WORLD (APART FROM A COUPLE Of RfAltf OOSCURI JAPANESE ONES.,.). 


3-D Fighting (Irtugineer) 

Actua Golf i Interplay) 

Aeio Fighters Assault (MeO'rlver) 

Aero Gauge (ASCII) 

Baku Bomberman 64 (Hudson Soft) 
Etanjo-Kazooie (Nintendo) 

Ball le Dancers (Konami) 

Battle Sport 11000 ) 

Bio Freaks (Midway) 

Blade & Barrel (Kemco) 

Body Harvest (Nintendo) 

Buggle Bougie (Nintendo) 

Cabbage (64DD) (Nintendo) 

Cavalry Battle 3000 (Japan System 
Supply) 

Castlevania 64 (Konami) 

Centipede X (Midway) 

Chameleon Twist (Japan System 
Supply) 

Clay Fighter 03 1/3 (Interplay) 
Command A Conquer (Virgin 
Interactive) 

Creator (64DO) (Nintendo) 

Cruis’n World (MNdway) 

Cu'On-Pa (T&fc Soft) 

Dark Rift (Vte fokai) 

Dead Ahead (Optical Entertainment) 
Deadly Honor iTecMsgik) 

Donkey Kong Country 64 (Nintendo) 
Dual Heroes (Hudson Soft) 

Duke Nukem 3D (GT Interactive) 
Earthbound 64 (Mother 3) (64DD) 
(Nintendo) 

Extreme G (Acclaim) 

F-i Pole Position (Ubi Soft) 

F-Zero 64 (Nintendo) 

Fire Emblem 64 (64 DD) I Nintendo) 
Fishing (Nintendo.) 

Forsaken (Acclaim) 

Freak Boy (Virgin Interactive) 

Ganbare Goemon 5 (Konami) 

Ghouls & Ghosts 64 (tapco-m) 
Goldeneye 007 (Nintendo) 

Golf (Nintendo) 

Hexen (GT Interactive) 

Hewn It (Midway) 

Hyper Olympics (Konami) 

J-league Dynamite Soccer (Imagineer) 
J-League Eleven Beal 1997 (Hudson 
Soft) 

Jeopardy' (Gametek) 

Jikkyo Golf Tournament '97 (Konami) 

Joust X (Midway) 

jungle Emperor Leo (Nintendo! 

Kirb/s Air Rwfe (Nintendo) 
Unborghini 64 (Titus) 

The Legend of Zelda 64 (Nintendo! 
lode Runner 64 (Big Bang! 

Mace: The Dark Age (Midway) 

Magic- The Gathering (Acclaim) 

Mario Kart 64 iNinleodo) 


Mario faint 64 I64DDJ (Nintendo) 

MLB Featuring Ken Griffey |r. 
(Nintendo) 

Mission: Impossible (Ocean) 

Mortal Karri bat Mythologies: Sub-Zero 
(Midway) 

Mr Tank (GT Interactive) 

Multi ■ Rating Championship (Ocean) 
Namco Baseball (Namco) 

NBA Hangtime (Midway) 

NBA (n The Zone '98 (Konami) 

NBA Jam Extreme (Acclaim) 

NFL Quarterback Club '98 (Acclaim) 
NHl Breakaway '98 (Acclaim) 

Ogre Battle Saga (Quest) 

Pilotwings 64 h (Nintendo) 

Pocket Monster 64 (64PD) (Nintendo) 
Power League 64 (Hudson Soft) 

Quake (Midway) 

Quest 64 Cr-HQj 
Quest for tametot (Titus) 

Raze (Interplay] 

Rev I imit (Seta) 

Robotech: CrysiaL Dreams (Gametek) 
Robotron X (Midway) 

Rotor Gunners (TecMagik) 

San Francisco Rush (Midway) 

Sim City 2000 (Imagineer) 

Sim City 64 (64DD) (N intendo) 

Sonic Wings Assault (Video Systems) 

Space Circus (Ocean) 

Spate Station: Silicon Va Icy (BMG 
Entertainment) 

Super Mario 64II (64DD) (Nintendo) 
Super Mario RPG 3 (64DD) (Nintendo) 
Super Real Island (Seta) 

Super Robot Spirits (Banpresto) 
Superman: The Animated Senes (Tttus) 
Tetnsphere (Nintendo) 

Tales of Phantasia 64 (Namco) 

Tonic Trouble (Ubi Soft) 

Top Gear Rally (Kemco) 

Toukon Road: Brave Spirits (Hudson 
Soft) 

Turak 3 (Acclaim) 

Tumcan 64 (Factor 5) 

Ultra Combat (GT Interactive) 

Ultra Descent (Interplay) 

Unreal (64OD) (GT Interactive) 

Virtual Pro Wrestling: Ultra Battle 
Royale (Asmik) 

Wayne Gretzky's 30 Hockey '98 
(Midway) 

Wheel of Fortune (Gametek) 

Wild Choppers (Seta) 

Wonder Project Ja (Enix) 

WCW Vs The NWO; World Tour (THQ) 
WWF Wrestling (Acclaim) 

Yoshi’s Island 64 {Nintendo) 

YUke! Yukel Trouble Makers (Enix) 
ZeEdaDD (64DD) (Nintendo) 
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Preview 


Livin’ on an island, waitin’ for my friends to come... and we’ll get high! 
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® The great thing about icing a 
supporting character in a 
Nintendo game is that if you 
stick around for long enough, you 
stand a good chance of ending up as a 
star in your own right, a bit like Kevin 
Bacon. Donkey Kong did It, as did 
Warns, and Mario's own arm-deficient 
sidekick is set to have a second solo 
outing in fosars Island 64* 


Yoshi’s Island 64 comes from the 
pen - or mouse, or whatever - of 
Shigeru Miyamoto, Nintendo's top 
game designer. For the uninitiated, 
Yoshi is a cutesified di nosaur of some 
description, possibly a spayed 
veloci raptor, who despite always 
being referred to as a 4 he’ has the 
ability to lay eggs of many functions. 
Originally a beast of burden for the 


lard-arsed Mario in Super Marla World 
on the Super NES, Yoshi threw off his 
chains and deposed the 
moustachioed Italian dictator in order 
to gain freedom in the original YosM's 
Island . Now he's back, in this 
frighteningly colourful 64-bit upgrade. 

Details of the gamers storyline are 
still vague, but the gameplary looks to 
be the same as before - Yoshi uses 
his prehensile tongue to swallow 
enemies and Instantly metabolise 



































Yoshi's Island 64 




them into eggs. which then follow the 
little dinosaur around until called 
upon to be hurled at things. In the 
original, Yoshi's task was to fenv the 
baby Mario to safety; there has been 
no sign of the plumber on the N64 
yet. but it's a dead cert that he’ll be in 
there somewhere. 

Other familiar faces from previous 
Miyamoto games are also present, 
from the cloud'flying takitu to ghosts, 
dino'eating plants and the evil Koopa 


family. This time round, though, 
they Ye all presented in what 
Miyamoto has described as *2 t/2 
dimensional’ graphics, using all the 
Silicon Graphics hardware at 
Nintendo's disposal to create sprites 
that could have popped from the page 
of a child's drawing book. The final 
effect Is quite eye-spinning 1 
Yoshi ’s tstond 64 was at one stage 
rumoured to be one of the first 64DD 
games, the thought being that the 


sheer amount of graphical and 
animation data would be too much 
even lor one of Nintendo's monster 
cartridges, but the game is 
scheduled for a summer release in 
Japan, at least six months ahead of 
the 64DD launch (see 64 Showcase 
this issue). 

VfoshPs Island 64 is a game that is 
high on our 'can't wait for this 1 list - 
the original Super NES game was 
superb to play, full of the neat tricks 




and little surprises that Miyamoto 
loves to drop into his games (see 64 
Chat on page 10), and this new N64 
version looks set to continue the 
tTend, With this and Zetda 64 
following Mario 64, Wave Race and 
Starfox 64, Nintendo have upped the 
ante on what people expect from 
their consoles. Everyone else out 
there is going to have to work 
hard to keep up. or else eat 
Miyamoto s dust! 


•s 

I 


1 3 


in this frighteningly colourful game 


Prospect*: Wiu this *LAv Win? 
Arc rears Catholic? Docs the 
Pope... will, rou know. 
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They’ll be maid to suffer! 

ijjSi GO! 



*Watir. tm at m«i«. u» a mu 

MM MRU%N “ 

Q WHCM MOST PEOP1I THINK Of 

maids* they probably have in 
mind someone like the girt in 
the rubber dress from the pre-Spite 
Girls Pepsi advert* who can come in 
and turn down my sheets any time 
she likes. Enin had to be different 


though - they are based in a country 
that sells schoolgirls' soiled knickers 
from vending machines* after all - so 
the ’maid* who stars in Go! Go! 
Troublemakers is actually a robot who 
deals with problems by shaking them 
vigorously until they fall apart. On the 
other hand* that sounds like what the 
hotel maid from my last holiday In 
Greece did to my luggage* so maybe 
Enlx got it right after all! 


Go* Go* Troublemakers was 
developed by Treasure* who before 
moving onto the N64 created games 
(ike Dynamite Heoddy and Guardian 
Heroes for Sega. Troublemakers 
follows a similar format to these, as 
it's a mutated cross between a 
scrolling shoot-‘em*up* platform game 
and a beat-’em-up* 



Mamina im't wit a mrwt imw am a 

lllCR-WN - HIM fltRTIM MM MINI - SMI 
CM ALSO MAMCl! 


Marina, the cybernetic servant, was 
created by one Professor Gumbel (a 
relation of Barney from The 
Simpsons ?) to do his chores and keep 
him company as he wends his way 
through space. On a planet called 
Nendoro* the Professor is kidnapped 
by the locals after doing something to 
piss them off (probably wearing socks 
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Go! Go! Troublemakers 
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with sandals). so armed only with her 
enormous strength and exceptionally 
agile fingers. Marina sets out to 
rescue her master from the weird 
inhabitants of Nendoro. 

Marina has no weapons of her own 
- what she does have is the ability to 
grab absolutely anything the 
Nondoros can throw at her, even the 


Nendoros themselves, and fling them 
back as missiles, Some enemies are 
carrying special items - treating them 
to the old Gareth Hunt shake is the 
only encouragement they need to 
surrender their possessions to the 
mechanical maid 
Once the Nendoros have been 
subdued with a brisk wrist action, 
some of them can then be used as 
platforms to reach hidden areas, 
released as bombs or lust plain old 
hurled right back where they came 


from. Unlike her Stingray counterpart, 
this Marina takes no crap from 
anyone. 

With a plot like that. Go* Got 
Troublemakers obviously isn't serious, 
and the graphics reflect this, with 
massive cartoony bosses, totally OTT 
explosions and a huge range of 
colourful battlegrounds tor Marina to 
run, jump, swing and bounce her way 
through in her quest to save her 
maker. The N64 hasn't been exactly 
overloaded with traditional platform 



games to date, so fans of the genre 
and lovers of all-action Japanese 
insanity can look forward to thts.i^^ 
Watch for a review next Issue. 


Prospects: Should tide 
PLATFORM AMO ACTION FANS OVf I 
QUITE NICELY UNTIL THE ARRIVAL OF 

YosHt's Isiamo 64 , Tmi Japahcsi 
STY ll MIGHT NOTH TO 
KVtMYONC'S TASTE, THOUGH. 
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SO WE ALREADY DID A PREVIEW 

of Zetdo 64 in our first Issue. 
Big deat. You got a problem 
with us doing another? What, you 
think if we get hold of great new 




screenshots like these of the most 
eagerly-awaited game since Super 
Mario 64, we Ye just going to sit an 
them or luck them away In a tiny hot 
In the news? Get real. 

The bad news regarding Zelda. or at 
least the 64DD version, is that the 
release date has been postponed yet 
again. As we reported in 64 Showcase 
this issue, the B^DO's launch has 
been put hack until at least March 
1998 in Japan, and Zelda isn't even on 
the list of games that will be available 
when the add-on hits the shops. Bool 
The cartridge version of the game, 
which will apparently be a more 
action-oriented affai r than the 
adventure-style 64DD game, also 
looks to be slipping -n the schedules - 



at the moment It has a vague release 
window of late 1997* but wed her 
parts of our anatomy (the odd bitlen- 
off piece of fingernail, anyway) that 
it'll fall back to 1998, 

The 3 D environment of the new 
game aside, the storyline seems to be 
lime changed from earlier 
incarnations of Zefdo. The world of 
Hyrule is once again being threatened 


by the evil Gannon, and the key to his 
Btofeld-llke scheme is Princess Zelda 
(as usual}. Link must unsheathe his 
trusty sword and don his robust 
shield one more time to prevent 
Hyruie falling under the corrupt spell 
of Gannon and his many minions, and 
rescue the Princess. He's saved her so 
many times, you'd have thought they 
would have got married by now! 
















The Legend Of Zelda 64 




For Zetda 64, Unk seems to have 
grown up a bit from the pointy-eared 
teen he was in previous games - he 
now looks old enough to get served in 
the village inn! A neat new touch Is that 




Link's power level Is shown by the 
colour of hb weapons, meaning less 
space is taken up on screen with status 
bars. When viewed in ctose up. he also 
turns his head to track approaching 
enemies, and even darts his eyes from 
side to side while checking his 
surroundings for danger. 

As you can see from the screenshots, 
Zelda 64 is already looking extremely 


impressive, and with at least six more 
months of development to go the final 
product should be nothing short of 
spectacular. The question K. do you go 
for the cartridge version, or hold out 
until the 64DD game is released? 
Decisions, decisions... In the meantime, 
just take a good long look at the 
screenshots, and try not to drool 
too much! W 




i 


So«« of not min tow iuo uion 
Ml HUM, SIKM U THIS JtUIMOTM HIM. 



Prospects: Forget Ma*io-Zuoa 
64 COULD 9CTKEGMU THAT 
CEMENTS THE N6*'$ REPUTATION 
FOR GOOD. 
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No good racing games on the N64? On yer bike! 

EXTREME G 


Guaranteed ways to have 

an irate bloke brat the crap 
out of you: one, go into a 
Newcastle pub, spill somebody's pint 
and call him a poof. Two, mention the 
names Extreme G and Mpeouf 2097 
in the same sentence lo somebody 
from Acclaim. 


Yes, pretty hard to deny that 
faf/eme G, the upcoming N64 high* 
speed racer currently being 
programmed by reliable Brit coders 
Probe Software, does bear similarities 
to Psygnosis’s futuristic PlayStation 
game. Super-tech vehicles, 
rollercoaster tracks, loads of weapons 


and so on. Luckily, Extreme G has 
plenty of differences as well, the most 
editing being the four-player mode. 
Fed up with the total tampness of 
Mario Kent's bananas and shells? 

Blow away your mates with missiles 
and blinding phosphor Hares Instead* 

The vehicles in Extreme G (the 
name might still change before the 
game's American release in October) 
are flash-looking racing jelbikes, a 
cross between an RXT2-17000 Ninja 
Nutter and the bikes from Tron with 
missile launchers and particle 
accelerators strapped to them. 
Whether you Ye playing against ocher 
humans in the split-screen mode or 
taking on the cold silicon minds of 
computer opponents, the 12 tracks 
promised in the game, from 
spaceports to ancient cities, look set 
to test your reactions lo the limit. 

If Extreme G is on a par with 
Wfywoul 2097 (there's that name 
again... stop hitting me, Mr Acclaim, 
there’s nothing left in there), itlt be a 
real stormer of a game, if it"i better, 
then the NE>4 is gomg to become 
the machine for adrenaline 
addicts. Ready, set, go! 



Prospects; Looks sit to 

DELIVER A TUN NO -CHAR 610 NCAST 

Of HAW excitement! 
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Put your foot down and drive! 

LAMBORGHINI 


If THRASHING EROTIC SPORTS 

feStt cars along public highways is 
your bag, and unlike our 
managing director you can't afford the 
real thing, you should be more than 
pleased to take a gander at 



TNAi lal Ortmu* lirui op fturim 5! 


UmoiMiirUuB win i«m ruin 
TNAjm lal orfmira liru& op Iutioip 5! 



Lamborghini 64 from Titus. As you can 
see from the screenshots, the objective 
was to make a game that looks as 
gorgeous as the cars themselves! 

The game has both one- and two- 
player modes, and In addition to the 
Diablo pictured here will also boast a 
trio of other high-performance vehicles 
- a Ferrari fso, a Porsche 959 and a 
motor from the now defunct Bugatti. 

As well as the usual arcade, 
tournament and time trial games, there 
will also be a 'secret mode', which 
filus are keeping to themselves for the 
moment. Since the Super NE 5 ancestor 
of Lamborghini 64 spoiled a birarre 
combat game, which made use of the 
SuperScope light gun, il could be that 
something along the lines of the old 
coin-op Spend/ Criminal Investigations 
might also make Its way into the Rial 
N64 game! 

Even the pre-release pictures on this 
page show that Titus have been 
working overtime to make Lombcwp/ifaf 
64 look stunning. Great use has been 
made of the N64's box of graphka! 
tricks to give the game some of the 
most realistic lighting effects ever seen 
in a videogame. As if the awesome- 
looking tracks already seen weren't 
enough, Titus also say that 


Lamborghini 
64 will be 
64DD 

compatible, 
allowing exlra 
Hacks lo be loaded 
from an upgrade disk when the 64DD 
is released. The game is also 
compatible wilh the Rumble Pak, so 
when you plough a few hundred 
grande worth of Italian motor into a 
wail al zoomph, you'll really fed 111 
In all the initial cart will feature four 
circuits on which players can go 
mental (the 64DD upgrade may oFfer 
as many as twenty additional tracks), 
and all of them will have variable 
weather conditions and she 





»H<w nrrVi rniBNP lam imii. 
Non wr 'ie ivf t wuhh hm ini hopu 
re map tm titan. 


opportunity to drive at different times 
of day and night For simulation fans, 
Lamborghini 64 has features like 
timed pit slops, manual gearchanges 
and car damage, but for those who 
just want to blast along at high speed 
and pretend lo be in rhe cannonball 
Run, the arcade mode should lei you 
Hp around the circuits wilh nary a 
thought for your no-claims bonus. 

If Lamborghini 64 can combine the 
lush visuals seen here with a decenl 
turn of speed, and there's no reason 
to suspect that It won't, il could well 
turn out lo be the best of the pack of 
upcoming racing games like Mt/Jb' 
Racing Championship and Top 
Gear Ratty. Gentlemen, start A 
your engines... 


Prospects; Loons amaitag, and 

Ur's fACf IT, EVERYBODY WANTS 

to drive k Lamborghini - but 

WILI IT FIRE ON ALL CYLINDERS? 
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LARGE STOCKS 
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6.99 
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OF GAMES FOR 
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B .49 
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39.99 
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PC CD-ROM, 
SATURN, 

AMIGA, 

I.G.B Scan 
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48.99 

I Times Memory 

13 99 
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47.99 
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9.99 
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Mario 64 

48.99 
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lorry Case 

9.99 

Mario KOTt 
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The Electronic Megastore 
65/67 Swans Lane. 
Swansgate Centre, 
Wellingborough, 
Northants NN8 1EU 
Tel/Fax: 01933-271500 
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Tel/Fax: 01462-436622 


ISZOJ 


' 7 /~i 
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PIAYSTATION UK & IMPORT 

Always Avalb’ilc 


l l niversal Converters 

NOW IN STOCK 

USA N64 Consoles HI XX 
Full Range of Accessories 


Ml 1TI-RACING CHAMPIONSHIP 
STAKEOX 64 
LAMBORGHINI 64 
DOO M 64 
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W AR (iODS 
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KIRBY'S 
AIR RIDE 

Another old face from Nintendo 


makes it onto the 


Kiriy, Kirby, Kirby Thf 

mascot who never was. Just 
think, if Kirby bad taken off 
like Maria* wed have games like Kirby 
World 64 and Kirby Karl 64, where the 
little pink blob races against his 
males Green Glob. Blue Blob, Yellow 
Blob and Vomit-Coloured Blob. But it 
was not to be* 

Still, Khby has managed to make 
his way onto the N64 along with all of 
Nintendo's other old characters 
(Samas Aran from Metroid is also 
scheduled to appear - see 64 
Showcase this issue). Kirby's Air Fide 
(provisional title) has changed a lot 
from early versions shown al various 
trade shows in the past, when it 
appeared to be a kind of racing game 
over mad Landscapes, a lol like 
Konamt's mental coin-op Armadillo 
Faring, The most recent shots that 
have been released now show a more 
adventure-like Landscape, akm to 


N64! 



Mono 64, but the aim of the gome still 
seems to be the same - get the 111 
pink Fella from Point A to Point B as 
fas* as possible* 

This time out. Kirby has blagged 
some clothes from somewhere - he 
now sports the fashion tragedy that 
is a backwards-facing baseball hat. 
■Rad\ 'kewl\ and stuff. Presumably 
this is to tie him in with his new 




*□00 


tiltlT HUfeQVlT Willi HIS CHAJKI TO lUlf tKWH THE l*SJIE Of A HKffEtlLK HOOvll full 




mode of transport, a sort of 
hoverboard affair that whips across 
the colourful landscape at pace. 
Skilful control of the board lets Kirby 
jump through hoops and collect stars 
for bonus points. 

So far, the only obstacles to Kirby 1 * 
quest that anyone has seen come 
from l he severe contours of the 
landscape, but a range of equally cute 
enemies can be expected to appear In 
his path before the game is 
completed. No word yet on whether 
Kirby will keep his ability to swallow 
and then gob out enemies, Yoshi- 
style* to use as weapons though. 

The eventual release dale for 
Kirby's Air Fide is uncertain - as a 




Nintendo game, it won't be released 
until they're completely satisfied with 
it, and since the game has undergone 
at least one change of direction 
already t here’s no telling how long 
that'll lake. Will people be sick 
of cuteness by then? 


Prospects: Nintendo Ant THE 
MASTERS or GAM [PLAY, BUT 
MIGHT THIS AE TOO BIDDY FOR 
M05T Pf OPLi? 
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ICLUSIVE IMPORT REVIEW of Square’s sizzling 
gh resolution sequel. “Simply unbeleivable!” 


EXCLUSIVE REVIEW! How Re-Loaded was mfant 


ESERVATIO 


[QUA SOCCER 2 

Dtball's coming home! We find oul how 
etnlin plans to win the cup - again! 




fj uy 


YNDICATE WARS 

ns, violence, wholesale murder - it can 
ly be the FIRST PLAYSTATION REVIEW! 
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Quake with fear, mere mortals! 


QUAK 


W. 

irtals! 

F® 

possit 


Quake. Just the name gets 

feU PC owners all excited, and PC 
owners with modems 
positively explode with ecstasy when 
they hear it. And now P ift coming to 
the N64! 

The description of the game 
doesn't sound like much - in facL, it 
sounds just like Doom . Run around a 
series of mazes, shooting things and 
collecting keys. It’s how you run 
around shooting things that makes 
the difference - QuoJre has a fully y D 
multi-level environment, with 
everything from the tiles on the floor 
to the roaring, screaming monsters 


you’re trying to blast into lumps of 
rubbery dead flesh made up from 
textured and animated polygons. 

What makes the game even more 
appealing to PC players Is its 
networking ability where you can log 
onto any number of Quake games 
around the world and Fight with or 
against fellow Quake fanatics all over 
the planet. For the truly dedicated, 
even the ‘skins* of the characters 
controlled by players can be altered to 
Look like whatever they fancy - 5 tar 
Wars characters are popular at the 
moment, but a bit of time and a 
graphics package can let you enter the 



AWM im MMMft MAST tfclftC TV 
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world of Quake as anything 
from Homer Simpson to 
Tony Blair! 

This level of tinkering 
with a game's code has 
until now been limited 
to machines like the PC. 
but it now seems 
possible that a version of 
Quake will eventually be appearing on 
Nintendo* 64DD, giving the potential 
for up to 38 megabytes of customised 
characters and levels on a single 
64DO cartridge. The 6400*5 modem 
link should also allow console players 
to participate In the gruelling 
deathmalches that have secured the 
PC version's reputation as one of the 
most popular games of all time. Yes! 

However, if this bright future comes 
to pass, it’ll stilt be some way off, as 
the launch of the 64DD has been 
delayed once again (see 64 Showcase 
this issue). That doesn’t mean that 
bloodthirsty N64 players wilt be 
deprived of some action, however; a 
cartridge version of the game is 
scheduled lor November In the US. 
Although it will have enhanced 
graphics, on a par with those only 
available on the PC for owners with an 
expensive }-D graphics card, the 
game wilt apparently not include any 
new levels or monsters. Instead it wHI 
be a direct port of the PC game’s 
levels, though some extra effects wilt 
be added. This is a matter of concern 
to some players, as Quake was always 
designed as a multi-player game - the 
one-player game, with its 
unintelligent monsters and empty 





arenas (which had been deliberately 
constructed for ambushing other 
players), Is often regarded as lacking 
when compared to the human-vs- 
human excitement of a death match 
game. Does this mean a Mario Kart- 
style split screen mode will be 
included? We can only hope so! V 
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Prospects: If you thought 
Doom was good, yoo’m going 

TO at SHAKEN BY QUAKf* 
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Midway 

Gome Type: 

Shoot 'em-up 

Import Release September 

Developer, 

Player \ 

Origin: 

USA 

UK Release 4lt» Quarier 1997 


ROBOTRON X 

Kill kill kill kill kill kill kill! And kill again! 


ARI N 64 OWNERS INTO RITRO- 

gaming? Midway certainly 
hope so - floborron X Is the 
NG* update of the classic arcade 
machine Robotron 2064, regarded by 
many as the greatest shoot-Vm-up 
ever {whatever may have been said 
Iasi issue about Starfox 64!). In the 
original game, tactics and planning 


f*U*A 
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were irrelevant - it was as near to a 
totally instinctive experience as you 
can get without going back lo the 
jungle to wrestle tigers. 

The firs! version ol Robe Iron X 
appeared on I he PlayStation, but 
Midway and developers Player 1 
promise that the N64 version will be 
several times better. The game wilt run 



at a constant jo frames per second, 
getting rid of the PlayStation's sodden 
speed changes as enemies were 
destroyed, and the deadly robots 
themselves have been given a 64-Ni 
makeover, with lots of shiny metal and 
cool bul deadly weapons to hurl al the 
Stevie Wonder-binned hero. 

Unlike the original, where the player 
was only armed with a simple blaster. 
Robot mo X offers a huge array of 
power-ups to use against Ihe robots, 
from flamethrowers and bombs to 
droid-repelling forcefields. Secret 
codes built into the game will allow 
players to obtain these weapons early 
- bizarre** the codes are accessed by 
carrying oul moves from Mortal 
Kombat\ The original twin-joystick 
controls of the arcade machine are 
reproduced 011 the NG^ pad - players 
with two pads can even use both 




analogue sticks to control movement 
and firing with 100% accuracy 
With 200 levels and a huge final 
boss to destroy Robotron X will 
provide gamers with something not yet 
seen on the N64 - a no-nonsense, 
balls out, non stop blasting experience 
where smart-arse tactics are as 
much use as rigid toilet paper. 

Expect a full review next month! 



Prospects: Thc N 64 needs a 
GOOD ARCADE SHOOTER - RUT IS 
Rqiqtrgh too dated to appeal 
to Nineties gamers? 
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Imtfpiay Gome Type: 
Vh Origin: 


Platform Import Retease: 


LSA UK Releow 


EARTHWORM JIM 


3-D 


G’wan, show us your worm! 


* h,my Entertainment's 

| Earthworm fim was a huge hit 
on the Super MES, the 
invertebrate hero's battles against the 
demented forces of Queen Slug- For- A- 
Butt and Evil the Cat giving rise to the 
inevitable sequel and even a cartoon 
series. His third outing goes one step 
further by appearing on the N64 in 3-O! 

Much of the appeal of Earthworm 
/rim was in the amazing cartoon-quality 
animation, so Scottish developers Vis 
will have theii work cut oul lo match 
this in the third dimension. The shots 
that have appeared so far would seem 
to indicate that they're not doing a bad 
job at all... 

in the game, the heroic worm has 
been banged over the head and 
knocked out, resulting in a journey 
through the deepest recesses of his 


subconscious mind as he tries to repair 
the damage to his limited supply of 
braincells. The game looks similar to 
Mono 64, but with a greater amount of 
animation on |im himself, linn's 
hoverboard also puts in an appearance 
on some levels - it doesn't look as 
though he's got around to fining the 


controls, though! 

It hasn't taken long for developers lo 
jump on the 3-O update bandwagon, 
but forfhworm fim on the Super NES 
was one of the few platformers that 
could challenge Mario World for 
playability - will the same 
happen here? ^1^ 




I MV *OI»f‘T Jlttl RUT (M StUMCS' NWT |J| 
rout imu«i - Mt‘i also «or a 
rcwrkmr* 10 §mi mints up. 


Prospects: The early worm 

CATCHES TNI IIRO, RUT THERE WILL 
RE RUNTY OF SIMILAR GAMES 
AROUND SOON - |lM WILL NEED TO 
OFFER SOMETHING RCAUV SPECIAL! 
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PMNiVhcr: 

Midway 

Gome Tvj.v:PtatfcMm Beal-'em-up 

hriptm t&kwse 

November 
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UK EtfltVIW: 
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MORTAL KOMBAT MYTHOLOGIES: 
SUB-ZERO 


Baby, you’re as cold as ice! 


Be fori Mortal Kommat 4 

arrives in a blast of } 0 
bloodletting, Marfa/ tfamhof 
Mythologies will make an appearance 
to satisfy the death lusts of crazed MK 
fans. In a change of format, MK 
Mythologies will only allow one 
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character to be selected - Sub-Zero - 
and the game wilt have him exploring 
a platform landscape searching for 
people to fight. 

The Idea behind MK Mythologies is 
that it tells the origin story of one of 
the series’* more popular characters, 
showing the events that led up to him 
becoming an entrant in the first 
Mortal Kombof tournament. Midway 
hope that if MK Mythologies is 
successful, a whole scries will follow, 
earh one charting the history of a 
different Fighter. 

Will beat ’em up fans take to the 
addition of an adventure element to 
the game? Certainly the MorfaJ 
Kdmbaf series was looking very 
dated - this could be the kiss of 
life It so desperat ely needs. 
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Prospects Platform reat'em urs of old have been fairly simplistic 
cam Mlf Mythologies break the trimo? 



PuWshar 

Konami Game Type- 

Adventure 

Import RektfM r 

TRA 

Developer: 

Konarm Orkjrin: 

lapan 

UK Release: 

TBA 


CASTLEVANIA 64 


A Nintendo 64 game with some bite! 



Cashevanm (or Dxacula, 

as It’s known in the Land Of 
The Different Copyrighl 
laws) is one of lapanese softco 
Konami** longest-running series, and 
the latest incarnation oFthe undead 
adventure is coming to the N64 in 
the be’Capod form of CastlevoniQ 6 a. 



SMOH ItLMICMTBI 
IVmi WRIST MTKM. 


All that Konami have publicly 
shown of the game is a video, given 
an airing at the Tokyo Toy Show, but 
even this had jaws sliding towards 
the floor and grizzled hacks making 
‘gimme gimme’ motions at the 
screen. Simon Belmont, the hero of 
the previous Casflevorrio games, is 
back in impressively tit 3-0. 

Although the game seems have to 
have similarities to Mario 64 and 
Zelda $a in the way it will be played, 
Konami are taking advantage of the 
altogether darker atmosphere of Ihe 
Dracuta myth to give Castlevtsnia 64 
Its own distinctive look. 

Belmont, armed as ever with a 
whip rather than the usual slakes 
and crosses, has a new range of 
actions that would make Peter 
Cushing sick with envy, being able to 


somersault, backflip and wrestle 
with zombies. He can also use his 
whip both to dispose of the various 
ghouls he meets in Dracula's castle 
and to swing over otherwise 
impassable chasms. 

Belmont is joined by two other 
characters, a young girl who seems 
to have supernatural powers and a 
flamboyant pistol-packing 
mercenary. As yet, it’s unknown 
whether players will be able to swap 
between this trio al will, or if one 
character must undertake the Drac- 
topping mission alone. 

As yet, no release date has been 
set. and it has not even been 
decided whether the game will be on 
cartridge or 64OD disk, but when it 
does finally emerge from Konami’s 
crypt the past track record of the 
Casttevomo games should make 
it more popular than garlic in 
Transylvania, 


4bSF 
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Prospects: We d ‘stake 4 money on 
this being a nit - but now long 

WILL WE NAVI TO WAIT FOR It? 
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BLAST CORPS 


faMlIlM ( y S’mriWymi 


We said: "BJosf Corps is a riotous arcade 
experience structured to provide massive, 
total addiction, The ‘just-one-more-go’ 
syndrome is impossible to resist, burning up 
midnight hours in a frantic rush to uncover 
yet more bonuses and vehicles. It's fantastic 
fun. but like most good things doesn't last 
as long as you might want." 


CRUIS'N USA 

NMITIllOa 1 IflSM I it 11 Ail HOIK)* 


s sniu 


Score 


64 




We said: " Cruis'n USA Is a depresslngty 
poor product that is not worth more than 
five pounds of your money. Each leg is onty 
worth winning for the marvellous breasts 
belonging to the bouncy young lady who 
presents you with your tiophy. but sadly 
this alone doesn't justify the heavy price 
tag. Steer clear." 


DOOM 64 

r«T Cvvi* 
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Score 

81 ® 


Wi saio: "Cynics mighl suggest that the 
Nintendo 64 was built for better things, 
but it 1 * flaming good fun, even if you have 
already spent half youi life crawling the 
caverns of Doom on all the other 
platforms. A worthy update of an 
undoubted classic , but to not exactly a 
major step forward " 




DORAEMON 

Fw* Itiui ! (iwroml Atifii MtDitmm 


Wt said: m Domemon is obviously aimed at 
young children - the level of skill required Is 
a lot lower than Mcrio 64. Unlike in japan, 
where the earless moggy has quite a 
following, (here's really no reason for UK 
gamers to buy Doroemon . as it is inferior to 
Mcrio 64 in every way and the chances are 
youll already own Mario anyway." 


64 


Score 

50 ° 


Every N 64 game we review will appear 
here in the Nindex, the authoritative 
guide to Nintendo software. It's au here! 


THE GLORY OF ST ANDREWS ()A 

il'Vwi SETA Pe'.Wtf.f In* liiut fiy Aiftv NkfiiinorT ( ^ * 


Wi said. m St Andrews is a pretty sad 
attempt at a golf game. The control method 
is badly flawed, and the game tooks like a 
Super NES leftover. On lop of all that, the 
masses of japanese text make most of the 
game options indecipherable and to cap it 
all, the hall Isn't even round! No guts, and 
definitely no glory." 


HUMAN GRAND PRIX 

• ■ • Numaa laiyi 2 Im wf) F DumiJkk Bird 



We said: m Human GP is an impressive 
piece of software, but you can't help 
feeling that it was rushed to be one of 
the N6q's First games. As it is, this is 
merely a Super NES game with added 
'zing* and not a true next generation 
experience. Some good ideas 
1 hough." 



ISS 64 
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We said: "If you have any interest at all in 
football and you own an N64, you really 
must have this game. If you made the 
mistake of buying FIFA 64, weep for a bit. 
then hog it off to your local second hand 
games store and put the money towards /55 
64 instead, International Superstar Soccer 
64 Is the best football game evert" 


KILLER INSTINCT GOLD 



iVHf lv Wiiriieo 
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Wt said: "The problems with Kt Gold stem 
not from the N64 game, but the limitations 
of the original. It doesn't have the bone^ 
crunching feeling of impact in something 
like the Street Fighter series... but while it 
may fall short of what's available on other 
consoles, it Is still the best Fighter on the 
N64." 



FIFA 64 


Wi said: "Frustratingly shallow, 
predictable action that even a long 
suffering Arsenal tan would find difficult 
to endure. At the end of the day. Ft FA 64 
may have all the real players and some 
TV style gimmicks, but It doesn't play a 
decent game of football and is one of 
the N64‘$ worst games. Avoid." 


64 . 


Score 


STARFOX 64 


hivt I (tMroari SlUMIT Wra«l 


We SAID: "Overall, Starfox 64 is 
undoubtedly the most exciting N64 title 
since Atoriio 64. Its variety, intense arcade 
gameplay and superb structure make for 
gieat fun. For loo long, beat-'em-ups and 
racers have dominated gaming; hopefully 
Starfox will lead the way for the first great 
coln'op genre to rule the roost again!" 











































MORTAL KOMBAT TRILOGY 


Kiui 1 I . LojCoomi 


Wi said: “Mono! Kombat Trilogy is 
genuinely unworthy of the N64, as it is just 
incredibly dated and tacking in the kind of 
gloss and attention to detail that modern 
gamers have come to expect. This dead 
horse hasn’t just been flogged, It^s been 
ground into dogfood and had its bones 
boiled up as glue. Yeuch!" 
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Wi said: “Sadly the three-button arcade 
gameplay, although fun, lacks the depth and 
challenge required for tong-term interest. It 
stilt plays, and even looks, remarkably tike the 
original NBA jam; the simple sprite animation 
doesn’t exactly push the 64^ capabilities to 
the limit. A good laugh with four players, but it 
seems incredibly primitive..." 


PILOT WINGS 64 ()A 
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We said: “The best asset whkh 
PHotWings 64 has is the immense freedom 
ottered. With moments of both total 
tranquillity and frantic action, PilotWings 
64 Is an excellent game to accompany your 
new super console, and although ifs 
pretty, prolonged playing has shown that 
It's not just a looker,” 


SHADOWS OF THE EMPIRE fa 
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Wt said: “Set against its only true peer, 
the faultless Marie 64 , Shadows of the 
Empire is inevitably a flawed masterpiece, 
but LucasArts should be proud of Its 
contribution to the Nintendo 64** 
successful launch and few will be 
disappointed with this truly worthy 
addition to the Star Ittrrs legacy." 


Wk said “Although Turok is visually 
impressive and certainly a good argument 
to put to your better half for buying an 
N64, the gameplay soon becomes 
repetitive and any clever ideas brought on 
in the early stages make way for mindless 
shooting and man* exploration near the 
end. A decent game though.* 


WAVE RACE 



M 
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We said: “Wave Rate 64 has turned out to 
be a dark horse of Grand National-winning 
quality The stunning graphics, 
immaculate playability and entirely 
original handling make for a game like no 
other. As much as for Super Mono 64 or 
Alow Karl 64. Wave Race 64 alone 
justifies the cosl of Ihe ^64.“ 



WAYNE GRETSKY 


him 2 [iMtaiiJ Damijlm Butt 
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Wi said: “Overall Wayne Gretzky's jD 
Hockey is an infinitely playable sports game 
which offers unparalleled four player action, 
but it could have looked to the t6-bit games 
for some of t he missed features. The 
analogue stick is a marvel for games like 
this, and it makes short work of spinning 
and skating around the rink at high speed.* 


We said: "Once you see past the flashy 
graphics, you’!; realise that War Gods is a 
sad attempt at a beat ’em-up, If you're 
desperate lor a beat-’em-up for your 
N64. get Killer Instinct Gold rather than 
this. War Gads is just another American 
game that’s all graphics and no 
gameplay." 


WAR GODS fa 
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THE MAN FROM ATLANTA 

Fresh from the fetid, sweaty hellhole of an, erm, air-conditioned convention centre that houses 
the E3 show in Atlanta, our man in the States will be winging his way back to Blighty with all the 
latest Nintendo news. E3 has become the world’s premier showcase for showing off new titles, 
and among those expected for exhibition are Nintendo/Rare’s new flagship title Banjo-Kazooie 
(horrible name, crazy game), Goldeneye 007, Yoshi’s Island 64, Mission: Impossible, Multi Racing 
Championship, Lamborghini 64, Body Harvest and, if we're incredibly lucky, the 64*suffixed likes 
of Tomb Raider, Zelda, F-Zero, Castlevania and Quake'. 


We'll also be making a second attempt to penetrate As for the rest? Well, as somebody or other once sang. “Who knows what tomorrow 

the wall ol secuiity surrounding Rare, one of brings?" In other words, we don't have a clue. We're expecting to see Go!Go? 

Nintendo's most trusted allies - our last try saw the Troublemaker*. Multi Racing Championship, Baku Bombermon 64, Ganbare Goeman 5, 

hapless hack who made the premature announcement Rev Limit and the UK releases ol Cloyfighter 6j i/J. Blast Corps and Doom in time for 

of success being admmirslered a savage beating and next issue, but to be honest there's more chance of finding the Aik of the Covenant in 

e*t bogtied in a sack. With some post E) gtasnost. your laundry basket than there s of N64 games appearing when predicted. But we 

hopefully his successor will fare better! won't let that deter us - join us on }uly 24th lor issue 4 of 64 Ma^kcI 
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Human Gl 

and Prix 

£67.99 

Star Fox 1 

i Jolt Pack 

£79.99 

Wild Chop 
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NINTENDO 64 A MARIO KART 64 £187.99' 

NINTENDO 64 A INTERNATIONAL 
SUPERSTAR SOCCER 64 £187.99 

NINTENDO 64 A MARIO 64 £187.99 

NINTENDO 64 A WAVERACE 64 £184.99 

Buy an axtra official colour control lor at tKo 
tome time as a machine for fust £23.99. 

ALL MACHINES ARE FULLY GUARANTEED 





£ 48.99 

Buy an Official Nintendo Coloured 
Confrdfar or □ Shcv4tpod Pro 64 pod dl 
the some lime far jusl £23.99 

NINTENDO 64 GAMES 

FYA SOCCiR 64___ 34 99 

MARIO 64 . ... 48 99 

PXOI VArtNGS 64 39 99 

SHADOWS OF THE E MF*T 49 99 
1 UROK LHNOSADfi HUNT** 51 99 
WAVTRAtFAJ *6 99 

INT SUPFRttAR SOCCER *8 99 
KXLEt 9 JSIHMO COC 44 99 

MARIO KART 64 51 99 

MORTAL KOmBAT TRILOGY CALL 
OAYTKXTFR EXTREME CALL 

TUROK OFFER 

Turok & 1MB Memory 
Card now only £64.99 


WAVERACE OFFER 

Buy o Super Pad 64 Plus 
control lor at th« »ame time for 
just £16*99 or an official N64 
GREY controller at the same 

time for just £21 *99 



MARIO KART OFFER 

Buy an Official 
Coloured 
Controller or a 
'Sharkpad Pro 64 
pad at the same 
time for just 

£23.99 




PLAY DOOM 64 
NOWII 

Buy a UNIVERSAL 
GAME ADAPTOR 
and ploy American 
games now. 
Just £19.99 or 
£16.99 
If bought at the same 
time as any gome. 


COLOURED OFFICIAL 
NINTENDO 64 CONTROLLERS 
ONLY £26.99 



NINTENDO 64 ACCESSORIES 

24 99 


OFFICIAL GREY NINTENDO CONTROLLER 
COLOURED OfHClAL NINTENDO 
CONTROUERS 

SUPER PAD 64 PIUS .. 

ARCADE SHARK STICK _ 

JOYPAD FXTFNSJON CABLE 

S VHS CABLE ....**J 

STEREO AV CABLE ... J 

1 MB MEMORY CARD . 

OFFICIAL MARIO KART GUIDE 

STEERING WHEEL ... 

5MB memory card ... 

OFFICIAL CARRY CASE . 

OFFICIAL DELUXE CARRY CASE 

OFFICIAL CONTROL PAD CASE _ 

GAMF KHIFR CHEAT COMPILATION 
UNIVERSAL GAME ADAPTOR UK 

JOLT PACK . 

OFFICIAL MARIO PLAYERS' GUIDE 
OFFICIAL TUROK PLAYERS' GUIDE 


29 99 

18 99 
38 99 

6 99 
899 
9 9V 
14 99 
999 
CAU. 
27 99 
13.99 
24 99 
II 99 
26 99 

19 99 
CALI 
9 99 
9 99 


SHARKPAD PRO 64 

ONLY £ 29.99 
Enhanced controller with 
Auto-fire and Slow motion 
functions 



US NINTENDO 64 
PLUS ANY GAME £225.00 

THIS INCLUDCS ONI CONTROLLER. A POWER ADAPTOR 
AND A SCART CONVERTER CABLE 



US NINTENDO 64 ACCESSORIES 


US NINTENDO 64 GAMES 
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NINTENDO 64 GAMES 
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Killer Instinct 


Mario Kart 


magazine 


“ISS 64 is the best football 
game ever, and that’s all that 
needs to be said!” 


“War Gods is just another 
American game that’s all 
graphics and no gameplay. 


“Remarkably conservative 
considering what could have 
been done..." 


“Kl Gold is, in essence, a very 
accurate conversion of a not- 
bad arcade game." 
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